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With Roller Coaster Tycoon, building the biggest, scariest rides ever experienced is only just the beginning. 
You’ve then got to manage the park as a successful, profit-making business; hire and fire staff, research 
new rides, set prices, advertise, monitor your customers’ moods... Sounds fun? 

Sounds like there could be a Roller Coaster Tycoon in you itching to get out. 


Roller (oAfter Tycoon - a fkrewd inveftwent in lon^-tervn awi we went. 


HASBRO 

Interactive 


DEMO AVAILABLE ON: 

www. rollercoastertycoon. com 

© 1999 Chris Sawyer. Published by Hasbro Interactive Ltd. 
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Contents 


Walkthroughs 


Ask the oracle of the disc what's on 
our cover CD this month? Go on, ask 
it. Heh, had you 
going there, 
talking to a CD. 
Our cover disc 
may be many 
things, but it isn’t 
fluent in English, 
and neither does 
it have a degree in 
Astrophysics. 

What it does have, however, is a 
cluster of superb demos, including a 
huge half season long demo of 
Championship Manager 3, which is 
our cover feature this month. 

Alongside this are all sorts of 
other goodies, such as a playable 
Silver demo, Rollercoaster Tycoon, 
Redline, Lander, TOCA 2, Brian Lara 
Cricket, Close Combat 3, RedGuard, 
Resident Evil 2 and the PC Games 
Solutions Web site, 
crammed with 
archived hints and 
walkthroughs. So 
get stuck in! 


When a game doesn’t have an exact 
solution - how can you complete 
Championship Manager 3, for example 
we rip it open with a full strategy guide 


Championship Manager 3 
Rollercoaster Tycoon 
Alpha Centurai 


Herewithin lie the full solutions to 
games, complete step-by-step 
walkthroughs 
that tell you 
exactly what to 
do and where to 
go. Careful not 
to read too 
much if 
you don’t 
want to spoi 
the game! 


Tips and Tacfics 


26 X-Wing: Alliance 
36 Silver 

Resident Evil 2 
66 Redguard 


1.09 Cheat Codes 

If hints and tips aren’t enough for you, 
cheat with these codes, although be 
warned you won’t feel good afterwards 
(well maybe) 


Reviews 


Here are our expert opinions on the 
latest games to hit the market, 
particularly the ones we’ve covered with 
solutions this issue 
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Championship Manager 3 
X-Wing: Alliance 
Resident evil 2 
TOCA 2 
Warzone 
Redline 

UEFA Champions 
Dethkarz 


These are brief hints and tips or mini¬ 
walkthroughs that we just managed to 
cram in 

Wages of Sin 
GTA London 
SimCity 3000 
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SILVER 

Requirements: P200, 3-D card, 32Mb 
ram and 37Mb hard drive 

Install this from the CD, but please keep 
the disc in the drive when playing as the 
demo is nearly 200Mb in size. Witness 
the start where Lord Silver's minions haul 
off the women of your village. The task for 
you is to try to reclaim them and 
overthrow the beast. This demo will let 
you play a small part of the adventure 
that will take weeks to complete, features 
over 250 scenes and comes with a 
stunning orchestral soundtrack. 


That’ll 


A disc full of splendid 
demos and the largest 
walkthroughs database ever seen? 
be the PC Games Solutions cover CD 


IF YOU HAVE PROBLEMS 

If nothing on the disc will install it's obviously dodgy. Have a look at the 
underside and if it is covered in grubby paw prints clean it with soap and water 
and, with a bit of luck, it will miraculously work. Scratches are another bad thing 
and you can’t do anything about those except send the disc back and we will 
replace it free of charge. 

Sometimes though, the disc appears to be perfectly clean but still nothing will 
install and there are errors all over the shop. This is because a CIA operative is 
sitting in your loft pointing a massive magnet at your PC. In this case send it back 
also and we’ll replace it. Send faulty CDs to: 

Gordon Lawrie, PCG Solutions faulty CD dept, IDG Media, Media House, Adlington 
Park, Macclesfield, Cheshire. SK10 4NP. 

If you can install things but the game crashes when you try to run it the most 
likely cause is that you do not have the specifications required. In particular a lot 
of the very latest demos only support certain graphics cards directly, and the rest 
via Direct3D, which is fine unless your card can only cope with rudimentary 
operations and this beast of a game wants to do lots of fancy things. So, once it’s 
installed always read the README files because they will list lots of things that the 
game does or doesn’t like. 

Now, remember, these are demos, they are not finished games, and bug testing 
and support issues are generated by you lot by playing the demo. If something 
doesn’t work it’s entirely likely it’s because it simply hasn’t been coded for your 
hardware. Rest assured, all the games on this CD have been tested, twice, by two 
different people and our pet monkey, on two different PCs and we know they work. 
If it doesn’t work on your PC, make sure you have DirectX6 installed, check the 
documentation, but beyond that, there’s nothing you can do._ 


GETTING STARTED 

Just stick the disc in your CD drive and, if 
you have AutoPlay activated, our menu 
will spring into life. All you have to do is 
click on the game you want to install. 

Now if you don't have AutoPlay 
activated or nothing happens, simply 
double click on MENU.EXE, which is in 
the root directory of the CD. This will 
launch the menu. 


MINIMUM REQUIREMENTS 

Each of the games has its own 
requirements and these are listed 
underneath the description given on the 
following pages. These requirements 
range from modest to quite absurd, but 
there is one common factor. You must 
have Windows 95 or 98, at least 16Mb 
of ram and DirectX compliant hardware 
otherwise nothing at all will work. 

Because almost all games use DirectX 
we have generously included the latest 


version on the disc in the folder 
D:\DIRECTX. If you have Windows 98 
double click on DX6CORE.EXE and if you 
are still living in the past with Windows 95 
double click on DX6ENG.EXE. If you are 
still using Windows 3.1 you are obviously 
a loon. Nothing on this disc will work on 
your PC, that's if you actually have a PC 


and not a Gameboy or something. 

If, horror of horrors, you do install 
DirectX6 and it whinges that it doesn’t 
support your graphics card or sound 
card, you’re stuffed. If they aren’t 
supported you should upgrade your PC 
anyway because everything will run like 
a very fat man on a hot summer’s day. 





















Cover Disc 


ROLLERCOASTER TYCOON 

Requirements: PlOO, 32Mb ram 
and 55Mb hard drive 

This playable demo version of 
Rollercoaster Tycoon is limited to about 
15 minutes of playtime, after which it 
will revert to the title screen. In 
addition, the following features are 
disabled - Load/Save Game, Save 
Track Design, most scenarios and 
some ride types. 

Most game icons are self-explanatory 
and leaving the mouse pointer 
stationery on an icon displays a small 
pop-up message describing its function. 
The self-playing in-game tutorial can be 
selected from the title screen, and 
shows how to start playing the game. 

The main landscape view is shown 
in any of four orientations and three 
zoom levels, selected using the Rotate 
and Zoom icons at the top of the 
screen. To move the view, position the 
mouse pointer on any area of the 
landscape, hold the right mouse button 
down, then move the mouse to move 
the view. Alternatively, just move the 
mouse to the edge of the screen to 
scroll in that direction. 

To build new rides or attractions click 
on the Build New Ride icon at the top of 
the screen, then select the ride type 
from those available, and click Build 
This. Some ride types have pre-designed 
track designs available, or they can be 



Make the biggest 
rollercoaster you can 
think of and then 
watch people throw up 


custom-built from scratch. For custom- 
designed tracks and simple ride types, 
the ride construction window will be 
displayed and you must choose a 
starting position for the ride or attraction. 
For shops, stalls, and other all-in-one 
rides, a grid of highlighted blocks will 
follow the mouse pointer over the game 
landscape, showing the size of the initial 
construction area. 

Move the mouse pointer over the 
game landscape until a suitable position 
is found, using the right click to remove 
objects function if necessary, then click 
the left mouse button to attempt 
construction. When selecting this initial 
construction position, the rotate icon on 


the ride construction window can be 
used to rotate the ride/attraction 
footprint by 90 degrees. 

For shops and stalls, the highlighted 
area on the game landscape indicates 
the direction of the shop frontage by 
means of a large arrow. For track-based 
rides, this arrow indicates the forward 
direction of the track to be built. Once 
the initial section of ride track (or 
building) has been successfully 
constructed, the ride construction 
window will change to allow either more 
ride track to be added, or the ride 
entrance and exit to be built. For shops 
and stalls, once the building has been 
positioned, the ride information window 
will then replace 
the ride 
construction 
window. 

All rides and 
attractions except 
shops and stalls 
require entrance 
and exit buildings, 
for guests to enter 
and leave the ride. 


CHAMPIONSHIP MANAGER 3 

Requirements: PI66, 32Mb ram 
and 50Mb hard drive 

It’s our star game this month and it 
didn’t sell 55,000 copies in the first two 
days on sale for nothing. Management 
fans will feel they have died and gone to 
stats heaven when they play this. If you 
have never seen Champ Manager 2 or 
the 97/98 version before I suggest you 
go read our review, then read the 
massive 10 page guide to the game, 
then come back and install the demo. 

Click on the link and it will unzip to 
your hard drive. It will then start the 
installation process. Run the game from 



Play half a season of CM3 with our 
splendidly huge demo 

the Start menu and pick QuickStart from 
the options selected. Then pick your 


country and team to manage, input your 
name - no need for a password unless 
you’re going to be playing a LAN game - 
and then it will quickly initialise the 
game. On the full version this takes 10 
minutes but in this demo it’s pretty 
quick. Click on your name on the left- 
hand side of the control bar and you will 
see most of the important screens like 
Squad, News and Transfers. 

The bad news is that the demo will 
only last for half a season. The good 
news is that if you buy the full game you 
can load in the saved game from the 
demo and carry on with it, which is nice. 
So get managing. 


UEFA CHAMPION’S LEAGUE 

Requirements: P300, 3-D card, 32Mb ram and 
70Mb hard drive 

Unzip this to your hard drive, then double click on 
the Setup.exe program to install. This demo is 
keyboard only so memorise those key combinations 
before you start. You can play as either Man Utd or 
Inter Milan, in 45 minutes of high-tension football. 
The only way to quit out of the demo is to play until 
half time and then use the quit option there. 

For those not in the know, this game engine is 
last year’s Michael Owen’s World League Soccer, 
with a fresh coat of paint and all the Champion's 
League details. 
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Test your mettle against some of the world’s fastest bowlers 


BRIAN LARA'S CRICKET 

Requirements: P166 plus 3-D 
card, 16Mb ram and 95Mb 
hard drive 

This demo pitches you into 
the pressure situation of the 
last three overs of an 
International one-day match 
between South Africa and the 
West Indies at Cape Town. 

South Africa scored 246 for 7 
off their 50 overs and the 
West Indies are up against it 
at 218 for 7 with three overs 
left but Brian Lara is at the 
crease on 66 not out. 

You must take control of the West 
Indies’ batsmen and try to achieve the 
target. The commentary has been cut 
back for the demo. There is over 


250Mb of sound and commentary in 
the final game. 

The skill level of the demo is fixed at 
Village, or easy, level. The keyboard 


controls are as follows and are based 
on the numeric keypad so ensure the 
NumLock light is on. 


1 Cover drive 

2 Straight drive 

3 On drive: front foot/back foot 

4 Square drive 

6 Leg glance 

7 Square cut/late cut 

8 Defensive:forward defensive 
/back foot defensive 

9 Sweep or pull or hook 
Enter Normal shot or start run up 

R Ctrl Six-hit shot/turn around midrun 
R Shift Defensive shortcut - no need 
to hold directional key 
0 Ins Leave ball/duck - no need to 
hold directional key 
SPACE Menu 



RESIDENT EVIL 2 

Requirements: P166, 3-D card, 32Mb 
ram and 80Mb hard drive 

Welcome to the most gruesome game 
ever devised for the PC. Unzip it to your 
hard drive and double click on 
Resident.exe in the unzipped folder to 
start the game. Once running you will be 
confronted by hordes of hideous 
zombies. You have a gun but don’t waste 
time trying to shoot all the zombies at 
the start - instead run for it and start 
picking up items. 


This game requires a 3-D card or it will 
not work. Only the following chipsets are 
supported so that if your card is not one 
of these it will not work either. Got that? 

Voodoo 
Voodoo2 
Rendition V1000 
Rendition V2000 
Mystique 
Mystique G200 
Intel740 
RAGE PRO 
RIVA128 



And where does the evil reside? 

Behind you, usually 


LANDER 

Requirements: P200 plus 3-D card, 
32Mb ram, 22Mb hard drive 

Once installed and run there are three 
red containers scattered around the 
initial area. Each bears an MCGA logo. 
Locate each container and return it to 
the skiff in which you arrived, and place 
them in the cargo bins on the hangar 
deck. Keep your eyes peeled for cash 
pickups and health pickups. Use the 
tractor beam to acquire. Watch out for 
hidden areas. If you get stuck, pay close 
attention to the in game messages. 


These are the controls: 

Mouse Pitches and yaws the Lander 

Left 

mouse Thrust 

C Rotate lander left 
V Rotate Lander right 
X Fire main weapon 
Space Activate tractor beam to 
(hold refuel or pick up objects, 
down) Release button when target 
acquired 

A Move camera position up to 
look down on the Lander. 
Press twice for extreme angle 
Z Move camera position down 


Millennium 2 
RIVA TNT 


The basic keys are 

cursor up: 
cursor down: 

cursor left: 
cursor right: 
Enter: 
Space: 
Escape: 


up 

down 

left 

right 

action 

action 

cancel 


ALSO ON THE CO ' 

These fine games for your delectation 

Close Combat III - P200, 32Mb ram, 
30Mb hard drive 

Commandos - P166, 32Mb ram, 40Mb 
hard drive 

Lander - P200 plus 3-D card. 32Mb 

ram, 15Mb hard drive 

Redguard - P266 plus 3-D card, 32Mb 

ram, 40Mb hard drive 

Redline - P300 plus 3-D card, 32Mb 

ram, and 20Mb hard drive 

TOCA 2 - P300 plus 3-D card, 32Mb 

ram, 50Mb hard drive 

Turok 2 - P300 plus 3-D card, 32Mb 

ram, 25Mb hard drive 

MASSIVE WALKTHROUGH 
DATABASE 

Yes, it’s the entire PC Games 
Solutions Web site, which features all 
the solutions and walkthroughs we’ve 
ever printed, all in a handy easy to 
browse format. Just click on the link on 
the menu and your default Internet 
browser will load, and you can roam 
through the entire PCGS Web site 
without ever turning your modem on. y 


to look up at the Lander. 
Useful when climbing. Press 
twice for more extreme angle 
W If your Lander tips over, 

(hold this fires all your attiude jets 
down) in an attempt to right your 
Lander 

N Select waypoint. Cycles 
through all available 
waypoints. The dial on the 
bottom left of the screen is 
your waypoint indicator. Lining 
the arrow to twelve o’ clock 
points your Lander straight at 
your craft. 
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It's in Black and While 


Black and White comes from Peter Molyneux, co-founder of 
Bullfrog Productions and creator of such acclaimed games as 
Populous, Magic Carpet and Dungeon Keeper. Now at 
Lionhead Studios, Molyneux hopes to continue his tradition of 
unique games. His newest game. Black and White, promises 
to do just that. 

Black and White is a strategy game that, while ostensibly 
about good and evil, promises to reflect each individual 
player’s unique approach. The game is an amalgamation of 
almost every game Molyneux has been involved in. You can 
influence and dominate groups of people through indirect 
means and you have a wide range of magic spells at your 
disposal. Black and White, however, promises to be more than 
just an extension of Populous or an outdoor Dungeon Keeper. 

The game will also attempt to create an environment that 
represents your playing style. Treat your creature well, and it 
will be a proud, gallant beast. Treat it cruelly, and it will 
become a terrifying monster of destruction. The land itself will 
reflect your style as well. Beat your followers into submission, 
and the land will start to crack and the local foliage will wither 
and blacken. Gain their respect through magnanimous deeds, 
and the land will be green and thriving. Either route is fine, as 
is any combination of the two. 

Black and White looks to be Molyneux’s most ambitious 
game to date, attempting to create a more complex breed of 
strategy game. It takes place in Eden, a magical land where 
the denizens are happy and self-reliant. The residents initially 
go about their business with little concern for the player - 
they’ll forage for food, play games and marry one another. 

You are thrust into the world as a power-hungry sorcerer 
who must subjugate or inspire these peaceful people in order 
to achieve dominance over rival sorcerers. There are nine 
tribes in Eden, representing historical cultures such as Aztecs, 
Tibetans, Egyptians, Japanese and others. 

Each tribe will give you access to a new life force and, by 
forcing it to worship you, this life force will give you access to 
new types of spells. Gather enough Egyptian followers, for 
example, and you will learn powerful building spells. As in 
Populous, the more worshippers you have the stronger you 



become. Your followers will give you power by gathering around 
your citadel, a tower that serves as your centre of operations. 
The more followers worshipping you at any given time, the 
more magic life force at your disposal. Subjugating as many 
tribes as possible is to your advantage. 

Molyneux hopes people will become attached to their 
creatures as they watch them become more experienced and 
grow old throughout the course of the game. The Titans are so 
lifelike that if one of them cuts itself as a child it will keep the 
scar throughout the game. Using linked animations and 
interpolations, character movement will be complex, giving 
each one its own individual gait. 

As of yet, Lionhead hasn’t mentioned a release date. 
Educated guesses put the game in late 1999, but it could be 
as late as the year 2000 before Black and White is released. 
Until then, PC Games Solutions will keep you updated. 
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□awn of a new Age 


You may have been waiting for the 
follow-up to Age of Empires for some 
time and you could well be thinking, 
where the hell is it? Well the planned 
release date (which was around now) 
has been put back to later this year. 

The good news is that this is 
because Ensemble Studios is making 
considerable enhancements to the 
game. In fact, project leader Bruce 
Shelley has completely rewritten Age 



of Empires II: Age of Kings’ artificial 
intelligence using Expert Systems. The Al 
will follow several hundred rules and is 
scripted to do certain things under 
certain game conditions. For example, at 
the start of a game an Al player might be 
scripted to get to the second stage as 
quickly as he can. “Once he’s there", 
says Shelley, “he’ll make a decision 
about what the next goal is - whether to 
rush somebody on a map or to get to the 



next stage." What he does will partly 
depend on what he’s found as he 
explores the map and on the civilisation 
he belongs to. 

Shelley believes the game’s Al scripting 
will make the difference. As the game 
proceeds, scripts will lead the various Al 
players down different paths. For 
example, one Al player might be planning 
to build a Wonder by gathering resources 
and putting up a defensive wall. Then it 
discovers a player is already building a 
potentially damaging Wonder - miles 
quicker. The Al will stop working on its 
Wonder, change its entire building list 
and, if necessary, concentrate all its 
attention on destroying the player’s 
Wonder. All this is managed by the 
game’s Al scripting. 

Unlike its predecessor, Age II will base 
all its campaigns around key historical 
figures such as Joan of Arc. Genghis Kahn 
and William Wallace. According to Shelley, 
"They’re kind of story-based - you know, 
Joan, for example, starts off as a peasant 


Kingdom Annihilation 


Cavedog’s Total Annihilation marked a 
revolution in real-time strategy games, 
completely revamping the basic mechanics 
of the genre. There was, however, one 
area in which Total Annihilation was 
lacking - the plot. And while the skirmish 
and multiplayer games were great, the 
single player campaign suffered due to the 
lack of a decent story. 

It’s no surprise then that Cavedog is 
putting emphasis on the plot behind its 
sequel, Total Annihilation: Kingdoms. 
Using the mechanics of Total Annihilation 
as its basis, Kingdoms tells of four 
factions at war in a medieval fantasy 
realm with the ultimate goal being to use 
Total Annihilation’s system to create a 


rich universe and a compelling single 
player experience. 

With Kingdoms, Cavedog has come up 
with a war of epic proportions, with the 
campaign structure taking an approach 
inspired by Starcraft. The sides in Total 
Annihilation: Kingdoms are four distinct 
factions. The children of the former ruler, 
the four monarchs are siblings vying to 
control the land of Darien. The factions 
are based upon the elements of earth, 
air, fire and water, and each is devoted to 
one of these elements. 

Unlike most real-time strategy games, 
however, having four factions does not 
amount to having four campaigns. 
Kingdoms will only have one campaign 


which will consist of 48 missions, roughly 
divided among the four sides. According 
to Cavedog, the first 10 of these will be 
relatively easy, serving as a tutorial: the 
difficulty will escalate from there. And 
unlike Total Annihilation, Kingdoms will 
not feature difficulty levels. 

Beyond the campaign structure, the 
game will be using other means to 
propel its story along. The updated 
Total Annihilation engine makes in¬ 
mission narrative possible and there 
will reportedly be more than 20 
minutes’ worth of cut scenes in the 
game, with short movies after each 
mission, in addition to the intro and the 
endgame cinematics. 

Cavedog will provide support for 
Kingdoms on its free online gaming 
service, Boneyards. In addition Kingdoms 
will feature a game similar to Total 


Co Cybercafe mad on us 


Shoot ‘n’ Surf would like to offer all of 
PC Games Solution’s readers who have 
not yet tried Half-Life or Tribes a free 
hour on either game on its state-of-the- 
art hardware. All you have to do to 
qualify for this is to bring a copy of this 
magazine and show them this news 
piece to claim your free hour. You can 
also contact Shoot ‘n’ Surf via 
telephone (0171-419 1183) or e-mail 
(info@shootnsurf.co.uk) to make an 
advance booking. 

Shoot ‘n’ Surf is equipped with a 
range of Pentium II computers (350 and 


400MHz) with top quality Riva TNT 
video cards and up to 192Mb of ram. 
The cafe is located at 13 New Oxford 
Street, London (the nearest tube 
station is Holborn), and its opening 
hours are llam-9pm. Further 
information on Shoot ‘n’ Surf is 
available at www.shootnsurf.co.uk. 



The right 

Official Formula One Racing may not 
be the snappiest of titles, but it’s 
guaranteed to turn a few heads with 
racing buffs who are impressed by 
authentic products. And this game has 
it all, from pinpoint detail on the tracks 
and cars to the skills of the drivers. 

And boy, does FI Racing look hot, 
as you can tell for yourself. What you 
can’t see however, is how smoothly it 
runs, up here at PCGS we were 
fortunate enough to get to play with an 
early version and it really is slick stuff. 
Imagine Grand Prix 2 but with far 
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girl who comes in and rallies her 
army. Then, in the next scenario, 
she's the leader of her army." 

All these historical figures will 
make an appearance on the 
relevant map, Joan included. 

They’re usually powerful units and 
most will have special abilities. The 
catch is that if you lose them you 
lose the whole scenario, so you will 
need to be careful about how and 
when you use them. Look out for 
the game from Microsoft later this 
year, you can contact the company 
on 0345 002000. 



Annihilation’s Galaxy Wars in which you 
choose a side and fight for dominance on 
a series of maps. Total Annihilation: 
Kingdoms is released in June and GT can 


Starsiege Universe - 
serious VFM? 


Sierra is about to unleash what it is 
calling a “double whammy” on UK 
gamers with the release of Starsiege 
Universe, a brand new product which 
“features two of the hottest action 
games currently available for the price 
of a single title”. 

Starsiege Universe, available from 
early May, features Starsiege, a 
vehicle-based 3-D combat simulation, 
and Starsiege: Tribes, a multiplayer 
combat game set in the same 
Starsiege environment. The two titles 
have recently been launched as 
individual games in the US, both to 
universal acclaim. 

“UK consumers really are getting 
great value for their money here”, 
commented Mark Foreman, Product 
Manager for Cendant Software, 
distributor of all Sierra titles. “While 
we could very easily have decided to 
release both of these games as 
individual titles with a total RRP of 
around £70, we felt that by putting 
them together we would create an 
unbeatable package with something 
for everyone." 

The latest in the highly successful 
Earthsiege series (developed by _ 

J 



Dynamix), Starsiege is a multi-vehicle 
action game which offers the player 
the opportunity to do battle in 25 
vehicles - including tanks, flyers and 
Hercs - across more than 45 
campaign missions on seven planets. 
The mission scenarios also feature 
non-flyable spacecraft, heavy artillery 
units, mobile command posts, 
bombers and other specialised units. 

Starsiege Universe will be available 
very shortly, priced at around £44.99. 
Further information on both Starsiege 
and Starsiege: Tribes is available on 
the Sierra Web site, www.sierra.com, 
or give the company a bell on 0118- 
920 9100. 


A * 



formula 

better graphics and even more 
authenticity... all the TV camera angles 
are set up as they are in real life! 

You can of course play it as an arcade 
racer if you don’t want to bother with 
such details, and just admire the course 
whizzing by. Realistic and changeable 
weather conditions (the spray in the wet 
is phenomenal), force feedback support 
and an excellent software version (3-D 
acceleration isn’t compulsory here) round 
off what is a promising initial gaming 
spec. Further details from Eidos on 
0181-636 3000. 
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Bounty hunting 


Sounding not unlike a cross between Driver and 
Solider of Fortune, Digital Anvil’s Loose Cannon casts 
you in the role of Ashe, a bounty hunter "in a world 
that can no longer control its crime”. The idea of the 
game is to track down criminals across nine cities or 
twelve country locales. These locations will apparently 
include huge skyscrapers, dangerous ghettos, and the 
crime-ridden countryside. 

Missions, which are apparently all non-linear, will 
vary considerably and include reconnaissance, 
hostage rescues, transportation, and assassinations, 
with the final aim being to take down a crime lord 
called Bishop. 

Fifteen different vehicles are available to the 
player, although as in all games of this type access to 
the real, mean, lean driving and killing machines will 
only be available to you once you’ve earned some 
serious cash. These cars can be fitted with a variety 
of armour and enough weaponry to destroy a small 
city, although occasionally you’ll need to get out of 
your vehicle and tackle a mission on foot. 

Multiplayer support will also be available for up to 
eight players using a modem, NULL modem cable or 
local area network. 

No word on when Loose Cannon is due, but expect 
it some time before Christmas. The game is being 
released courtesy of Microsoft. Further details on 
0345 002000 or via the developer’s website at 

http://www.digitalanvil.com 


MechWarrior 3 Un-Zipped 



Activision’s MechWarrior II, released in the summer of 1995, 
remains one of the most highly praised futuristic simulations to 
date. Is it possible that Microprose and Zipper can successfully 
follow up the game that revitalised Activision almost single- 
handedly? Zipper certainly reckons so come June. 

MechWarrior 3 (MW3) runs on a 3-D engine that Zipper 
Interactive promises will run glitch-free even in software¬ 
rendering mode on a Pentium 166. 3-D-accelerated special 
effects such as explosions, fire and lasers are included and a 
lot of work has gone into the mechs’ animation. The first- 
person perspective now features a 3-D cockpit that shakes and 
shudders as the mech lumbers about. 

Mechs can still use their trademark torso twist to fire in 
one direction while moving in another, but can now also look 
and fire in either direction for lateral attacks. This feature 
places greater emphasis on how you equip your mechs, as 
their arm weapons will be more important than in the previous 
two versions. 

Targeting will be more sophisticated than in the last 
MechWarrior game. Although you could zoom in on a target in 
MechWarrior 2, the zoom affected your display and made 
movement disorienting. Now the zoom affects only the 
targeted portion of your screen, so you can focus on a target 
without isolating your perspective. 

You can also use onscreen indicators to help lead shots and 
you can home in on specific enemy parts for precision 
shooting. You must make sure you bring down your enemies 


cleanly, because you have to pry all your new mechs from your 
enemies’ lifeless fingers. Shoot one in the cockpit to kill the 
pilot and it’s yours practically unscathed if you go on to win the 
mission. Destroy its legs and you can salvage what’s left. 

MW 3 includes a number of gameplay options that should 
make piloting mechs quicker and more adrenaline charged 
than MW2. While keeping your machine cool remains vital, 
especially with high-powered weapons like particle-projection 
cannons, your mech can now be equipped with a coolant flush 
system that can reduce heat levels - but not infinitely. 

Likewise, you can call in repair vehicles in the middle of a • 
scrap, which can patch up and reload your machine. 

With customisable multiplayer and instant-action options, a 
flexible campaign structure and an overall faster (but still as 
involved) feel to the gameplay, MechWarrior 3 has every 
chance of satisfying gamers’ high expectations p£ 
for it. Hasbro is on 0181-569 1234. Jill 
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PC GAMES SOLUTIONS 

BACK ISSUES PAGE 


Order your Back issue today for 
only £2.99 per copy UK only. 


PC GAMES ACTION ISSUE ONE:- 


Every new action game reviewed 
including 

• Haif Life 

• Tomb Raider 111 

• Heretic 11 J 

• Sin 

• Thief “ 

• Fifa 99 

Plus more with a 32 page 
supplement on Tomb Raider 3 with 
every secret revealed. 


2 Action Packaged CD’s 

FULL GAME NOT A DEMO 

Earth 2140 Gold Edition, superb 
real-time stratergy game in the C&C 
mould. Worth £34.99 

CD2 12 Action packed playable demo's 


Exclusive first look at Hidden & 
Dangerous The best war game ever! 

Free 20 page full solution 
suppplement for Half-Life Cracked 

Plus word exclusive:- 

• Soldier of Fortune 

• Quake 3 

• Play Zelda 

I 2 CD’s 1 Gigabyte of the Hottest 
1 Games Demos. 

I Featuring playable demos for Half 
Life:Uplink 

• Turok 

• Silver 

• Tocca 2 


Exclusive Half- Life Cracked. With a 

complete 18 page solution. 

Plus Tomb Raider 111 every secret 
revealed with a free 48 page 
supplement 


Coverdisc 

Tons of playable games demos, 


Baldur’s Gate huge 19 page 

walkthrough and adventurer’s guide. 

Try and beat Myth 2 into a bloody 
pulp with our full solution. 


Coverdisc packed full of 
playable game demos including 
njpTl Alien Vs Predator 


To order your Back Issue 

call 01625 878888 

and speak to Angela/Tamla 


VIDEO GAMES/*' 
CHEATS & TIPS' 



LAY STATION 


N64 




• Are you stuck and frustrated? • Need 99 lives or Ultimate fire power? 
• Require Level select to move on? t Would Turbo Mode help? 


Cheat i 

y$STE$ w* 






Abe's Oddysee 
Actua Soaor 
Aq« Of Empires 
Alien Trilogy 
Andretti Rating 
Area 51 
Baldur's Gate 
Batman 

Batman Forever 
Battle Arena Toshinden 
Blam, Machine Head 
Blood 


Bast a Move 2: Arcade Edition 
Caesar 1 & 2 
Cannon Fodder 
Carmaggedon 1 & 2 
Championship Manager 97/98 
Championship Manager 2 
Civilization 1 & 2 
Colin McRae Rally 
Command & Conquer 
Command & Conquer: Counterstrike 
Command & Conquer: Red Alert 
Commandos: Behind Enemy lines 
Deathtrap Dungeon 


Delta Force 

Descent 1 & 2 

Destruction Derby I & 2 

Doom 1 & 2 

Duke Nukem I, 2 & 3D 

Duke Nukem 3D; Atomic 

Edition 

Dungeon Keeper 
Dynasty Wars 
Eorthworm Jim 1 & 2 
Excalibur 2SS5 A.D. 

Extreme Assault 
Extreme Pinball 
Fatal Racing 
Fifa 96, 97, 98, 99 
Final Doom 
Final Fantasy VII 
Flight Unlimited I & 2 
Formula 1 

Formula I Grand Prix 

Forsaken 

Frogger 

Full Throttle 

F-22 lightning 11 

Gex 

Goblins 

G Police 

Grand Theft Auto 
Half Life 
Hercules 
Hexen 1 & 2 
Hi Octane 
Indianapolis S00 
Interstate 76 
Interstate 76 Nitro Pack 
Jedi Knight 
judge Dredd 
Jurassic Park 
Klingon Honor Guard 
Lemmings 2 & 3D 
Machine Hunter 
Madden NFL 97 & 98 
Magic Carpet I & 2 
Mass Destruction 
MDK 

Mechcommander 
Men in Black 
Microsoft Flight Sim 98 
Monopoly 

Monster Truck Madness 1 & 2 

Mortol Kombat 1, 2, 3 & 4 

Mortal Kombat Trilogy 

Moto Racer 

Motorhead 

Nascar 2 

NBA Hangtime 

NBA Jam Extreme 

NBA Live 95, 96, 97 & 98 

Need For Speed I, 2 & 3 


NFL Quarterback Club 
NHL 97 & 98 
NHL Breakaway 98 
Nightmare Creatures 
Nuclear Strike 
Outrun 

Pandemonium 1 & 2 
Pinball Fantasies 
Pitfall 
POD 

Populous: The Beginning 
Premier Manager I & 3 
Pro Pinball 
Quake 1 & 2 
Railroad Tycoon 2 
Rainbow Islands 
Redly Cross 
Raymon 
Resident Evil 2 
Road Rash 
Screamer I & 2 
Screamer Rally 
Settlers 3 
SimCity 2000 

Sonic and Nuckles Collection 

Sonic 3D Blast 

Star Wars: Rogue Sqadron 

Street Fighter Alpha 

Street Fighter 2 

Super Bubsy 

Super Frog 

SWIV 3D 

Syndicate Wars 

Test Drive 1, 2, 4 & Off Road 

The Hunt for Red October 

Theme Hospital 

Theme Park 

Time Commando 

TOCA Touring Car Champ 

Tomb Raider 1 & 2 

Toy Story 

Triple Play 97, 98 & 99 
Turok 

Ultimate Soccer Manage! 1, 2 & 98 
Unreal 

US Navy Fighters 1 & 97 
Vigilante 
Virtua Fighter 
Virtual Springfield 
VR Powerboat Racing 
War Gods 

Worhammer: Dark Omen 
Wipeout 1 & 2097 
Worfd Cop 98 
Worms 1 & 2 
WWF Wrestlemania 
X Files: The Game 
X-men: Children of the Atom 


A simple call and you've got: the cheat 

- TIME SAVING FUNCTIONS FOR USE DURING YOUR CALL - 

PRESS Q TO RESTART SERVICE PRESS © TO MOVE BACK ONE STEP 


CHEATS FOR OVER 750 PC, PLAYSTATION & N64 GAMES 

(oils to 001 09066 numbers cost 60p o minute at oli lintel Once your tall time bos (weeded 5 minutes Ike ed be termwled upon your next selection. Please ensure you tare the 
permission pf the bill payer before coding and that you re roHirtg from a Touch Tone phone Attorney of the informotron is not quotmleed ll you hare ony query or complaint about this service 
and tpqoire a response please wile to this address Hotline, 90 Box 50.9125 5TQ, otktrtme please to# out lechmen! Seport tne on 01202 717926. 

0 FAX CHEATS LTIPSl 
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If you answer Yes to any of the questions below^ 
then you need issue 1 of FAX CHEATS & TIPS 
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Issue I if FAX CHEATS A 
TIPS is 9 pages long and is 
pocked M ol Video 
Games information. 


|? YES 


You tan get the first issue of FAX CHEATS & TIPS for the cost of a 
national rate roll. Follow our three simple steps: 1. Dial the notional 
rate number below 2. Listen for the prompt to press start on your 
fax machine 3. Replace the handset, sit back and relax. 

Get Issue 1 of FAX CHEATS & TIPS NOW it's only o simple call away. 


National call rate applies 


FAX-BACKS for 500+ GAMES 
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[^Championship Manager 3 
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I Comrmntary 



2 ! 

Cambridge Utd Q 

mmm 

IMp j 

Action Zonts Match Ropoit 

Second Half 

t • " V-ogitm trophy tin*.- Ml 0-0 ' 

Collins 

55, 67 



" ' _. V : 


Referee • R Desmond Attendance 7456 Weather Wet. r 

Ha»<fa»Stat» Player Ratings latest Scores CamOrioge Old Stats 


Wembley. London 


Halifax 


Cambridge Utd 


qMIHnMMMHM 

Van Heusden was poorly placed and nad no chance 
Collins ran onto the ball 
Collins turned nicely on the bail 
Collins came forward 
Collins got into the box 
Collins hi! e fierce shot 

Collins was close with the bell skimming the top of the top of the bar 
He kept going 

Wilde sent the ball far poet from the left 

Header by McVeigh 

Walker pushed it away 

McVeigh headed the ball 

Walker did well to parry it 

Rammeli continued into the penalty area 

Rammeli decided to continue with his run 

Rammeli hit a tierce shot 

Walker saved and nald the ball 

Hyde was fouled by Psro holding him back 

Psro recieved a yellow card 

The final whistle was blown 


m 


i 


layer RWir^s 


Ceirtiwg* *JJd State 


Wembley, London 


When reaching the final of a competition the 
background screen is more appropriate than in CM2 


After or during a game you can access the blow by 
blow match description of everything that happened 







Championship 
Manager 


Duncan Evans reckons he’s the ideal man for fhe En 
job, and all because he’s a championship manager 


W HILE there is a certain salacious 
pleasure in scoring the winning 
goal in a game of FIFA ’99, all 
the glamour and glistening finery fades 
away when compared to the tumultuous 
glee that accompanies the flashing word 
GOAL, in the 90th minute of the 
Champion’s League Final. 

You see, while action football games 
are a great deal of fun and drubbing your 
chums is a worthwhile event, nothing 
compares to the challenge of a game 
like Champ Manager. When, at 2am on 
some dark and stormy night, your team 
finally takes that European trophy... that 
Premier League title for the first time... 
or wins that playoff final in Division 1, 


the whole world will wonder 
why you are shouting at 
your monitor, why your fists 
are punching the air. The 
whole world will wonder, 
except for those other 
Championship Managers - 
who know - because they 
have been there, or are trying 
to get there. 

If you've never played Champ 
Manager 2 or its various 
incarnations before - 96/97, 

97/98 - but like the idea of managing a 
football team and are deciding which 
game is for you, let me make this 
analogy. All other management games 




uv 


The news system reports on important wins, board 
messages and moves in the transfer market 


Not only do you have to search for players, but 
you also need scouts, a physio and coaches 


At the start of a season organise your own 
tournament and get clubs to play at your ground 
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Championship Manager 3 


Review 



are like a Lada. CM3 is like a Rolls 
Royce. Sometimes the Lada comes with 
a custom paint job by a top Italian 
designer. But it’s still a Lada. 

All other management games are 
complete crap compared to CM3, they 
aren’t worth considering from any point 
of view, all copies of these lesser 
games should be burnt and software 
houses banned from wasting their time 
and your money. 

Right, on we go. When I interviewed 
the Collyer brothers nigh on two and a 
half years ago, they promised all kinds of 
features would be added to the game for 
CM3. They agreed there would be more 
things to do relating to the stadium and 
facilities, more feedback from 
newspapers, press and the board and an 
enhanced and expanded database to 
allow the player to not only manage clubs 
around the world, but also run other 
leagues concurrently. 

There are 15 leagues available from 
around the world and the system is 
designed so that new ones can be 
plugged in. You can run all 15 leagues if 
you are mad enough. You can also run a 
league in the background which means 
that you get all the news and tables of 
this league, but you can’t manage any 
of the teams or the national squad. 
The advantages are that you get 
another 1,000 or so players on 
the database to try and sign and 
it runs a bit faster. 

I would recommend running 
no more than four leagues, 
unless you like looking at 
screen processing info. And 
that’s even with a full 
installation of over 700Mb. 
Minimum install is 300Mb and 
saved games are around 50Mb 
a go. Yes, this is data heavy. 

Another reason for the extra 
space is that the player stats have 
been doubled, and there are a 
couple more hidden stats that give 
your player’s their character. 

A very noticeable difference is that 
very, very few players are great at 
everything. Whereas in CM2 your squad 
would eventually be packed with players 
who had 15 minimum for everything, 
here you would be delighted to have one 
or two who were good at lots of things. 

The difference between players in the 
higher and lower divisions has been 
accentuated too, which makes for a 
much more realistic game. Any striker 
for a division three team with a Shooting 
of 10/20 would be an automatic first 
team member. Most lower league teams 
are packed with players with 1-5 ratings 
and lots of ones. Most teams have very 
little money and your first season in 


LET’S PLAY A CAME 




The next fixture, away to Bristol Rovers. Previous Check what formation they will be playing so you 
game was easy but the weather looks bad don't get out manoeuvred 




With my very strong midfield I expect to push on Get your team tactics right, which in this case 

against the Rovers and pin them back means press onwards and go in hard on the tackles 


Leeds United Tactics 


Tackling 
Prectmg 
Paw To 
Set Pieces (A) 



11 nr mi' 


On the wing my madcap Argentinean is told to run At half time it’s all going rather well with three 
with the ball and shoot on sight goals from midfield and all the possession 




A really neat feature for the end of the season run At the end of the game get the statistics of how 
in is to get latest scores from all the other games well everyone played in this easy match 


charge is an awful struggle - it’s 
certainly harder than CM2. 

At the start of the season the board 
announces their expectations which can 
range from mid-table, to playoffs, 
promotion, Europe and so on. If you 
achieve your target for a couple of 
seasons, these expectations are likely to 
then rise. 

Aside from monthly updates on board 
confidence this is the only interaction 
with them, which is a very big let down. 
Why? I was expecting that the finance 


side of the game would be enhanced to 


It 


allow you to borrow money for players 
hasn’t at all - if anything it’s been 
slimmed down, and there are no 
facilities for going to the board to say 
look, I need money for players. That 
said, the higher the board expectation, 
the more money - based on your bank 
balance - they make available. 

The real improvements to the game 
over CM2 have come in the players stats, 
the transfer market and the tactics. In 
other words, what was very good anyway 
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Review 


Championship Manager 3 




Set up the filters for your search. Be aware that 
players who can do everything are very rare 

has been expanded and enhanced. The 
shortcomings of the game - no control 
over finance, the ground, ticket prices, 
newspaper interaction and visible rewards 
for winning things - haven’t been touched. 
The only completely new addition is the 
training section where players can improve 
fitness then go on to improve skills by the 
odd point during a season. 

To the good stuff then. You now have 
staff, which includes scouts who can be 
sent to overseas regions to look for 
players. Originally you would simply enter 
the stats for the players you want and up 
would come a list. That is still there as a 
quick search, but with extra options. One 
of these is to list players who are not on 
the transfer list, but who are interested. 
Everyone in this game can be bought - if 
you have enough money. That said, if you 
want a £15m player who has just joined 
another team and is seen as vital to their 
plans you would have to pay something 
like £100m to get him. 

What you can offer in the transfer has 
been upgraded so that you can offer a 
player in exchange, specify bonuses and 
release clauses, and also demand sell on 
percentages and fees after international 
appearances if selling a player. 

After a successful approach you have 
to tell the player where they fit into your 
plans, from being a key player, first team 
player, squad rotation, right down to 
backup and promising youngster. Top 
players won’t sign up as a squad player 
and if a midfielder or striker won’t be 
getting many games and thus bonuses 
they will ask for a higher wage. Also, if 
you sign a player as a first team member 
and he never gets a game he will soon 
become unhappy and ask for a transfer. 

This is an excellent idea, but for the 
reserve team it doesn’t work because they 
all become unhappy after six months and 
want to leave. I feel the first team squad 
become unhappy too quickly as well. 

The main info screens are in the 
middle and this is normally dominated by 
the news system. Down the left side is a 
toolbar to get to everything else. Getting 
your squad up is still a two click 
business, which is stupid considering it is 
the most important screen, with fixtures, 



The excellent negotiation section where I’m 
offering a part ex plus cash after appearances 

training, finances and all the other 
backup stuff leading off from it. Squad 
tactics can be arranged here, but it isn’t 
vital since as soon as a game comes up 
there is the chance to select the team 
and sort out tactics then. 

Bear in mind that the Bosman ruling 
and also EU player rulings have all taken 
their toll so that players leave on free 
transfers and only those from outside the 
EU are counted as foreigners. You are 
allowed to have three in any match day 
squad, and they must play in 75 per cent 
of your league games in order to get a 
work permit renewed. 

NEW TACTICS 

Tactics themselves use exactly the 
same screen as in CM2, but now extra 
features include nominating players to 
take free kicks, shoot from distance, 
man or zone mark, stay back, go 
forwards and so on. You can also tell 
your team how hard to tackle. Tied in to 
the actual main formation, you can also 
map where all the players should stand 
when in possession or defending. 

The matchday is just like CM2, with 
that text messaging system. However, it 
has been expanded and more closely 
reflects the game unlike the CM 97/98 
version which was so tweaked it was 
almost meaningless. Players can be 
brought on, the full stats accessed and 
formations changed as before. 

There are a variety of speed settings, 
but the top speed is a little too fast and 
the second one a little too slow. A bonus 
is that the audio commentary has been 
ditched and instead there are crowd 
noises to reflect the action. 

With the more realistic player ratings 
it’s certainly tough at the bottom, but if 
you sell well and buy in numbers it is 
possible to turn a cellar dweller into a 
Division 1 team. Winning the Premiership 
and the top European trophies is pretty 
hard though because you’ll find that 
Chelsea, Man United and Arsenal have 
fantastic squads, and Man United has 
the money to constantly buy the best 
players - just like in real life. 

Compared to any other footy game, 
CM3 is just so far ahead the others 



It's still a classic game without a doubt and it 
will sell copies by the skip-load, so whatever 
Duncan and I think is kind of immaterial. I have 
to agree that I hoped for more changes too. 
although the tweaks to the tactics system in 
particular are excellent. In short, somehow we 
hoped for something more, but that doesn't 
change the fact that this is even better than CM2 
and therefore a must-buy for any footy fan. 

Darren Allan 


aren’t worth mentioning. For fans of CM 
97/98 though, this is a development of 
the game, not a radical jump as CM2 
was to CM1. 

I was disappointed to find that many 
of the hoped for features of things for 
the manager to do were not 
implemented, and instead the Collyers 
have concentrated on making what was 
there even better. 

This is a great game, rest assured of 
that, but it does require enormous 
amounts of hard drive space. While it’s 
just as supremely addictive as before - 
and now with LAN play too - it could have 
been better than real life itself. It has 
fallen short of that, which is why I 
suspect, there is rumour that the F-Tija 
Collyers are already planning CM4. 




Supplier 
Telephone 
Price 
Web Site 


Eidos 

0181-636 3000 
£39.99 

www.champman.net 


Requirements 

Minimum P133, 32Mb ram, 300Mb hard 
drive 

Recommended P350, 64Mb ram, 800Mb hard 
drive 

All round improvements to an 
already great game, but not much 
new stuff and not enough press 
feedback 


Summary 



ALTERNATIVELY 


CM 97/98 Eidos 

Not as demanding on the old PC but up till now the 
best management game 


Premier Manager 99 Gremlin 

The best ot the rest gives you more financial control 

and is fun to play 
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X-Wino: Alliance 


Review 


Space is beautiful and space stations are big It’s Just like the film 
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Use the force Luke 


X-Wing: Alliance 



Nick Mohr tries his hand at the infamous Death Star run, once again. 


F OLLOWING in the long tradition of 
space sims based in the Star Wars 
universe, X-Wing: Alliance features 
the familiar characters from the previous 
game X-Wing Vs Tie-Fighter and its 
mission pack Balance Of Power. 
Technology has come along way since 
then and X-Wing: Alliance has kept up 
with the pace, sporting the 3-D hardware 
accelerated game engine which is 
substantially improved over the X-Wing 
Vs Tie-Fighter engine. 

The game does indeed look beautiful 
with some fantastic new settings in 
space, massive new space stations and 
many new ships, such as the Millennium 
Falcon and the awesome TIE-Defender. 

There is a fantastic story-driven single 
player campaign. You play Ace, the 
youngest member of the Azzemeen family 
who runs a shipping and storage facility 
in deep space. Caught in the infamous 
conflict between the Rebels and 
Imperials, your family is eventually torn 
apart by the war and a long running feud 
with a rival family, the sinister Viraxo. 

it is a great plot and you must divide 
your time between flying missions for 
your family, plotting against the Viraxo 
and flying missions for the Rebel Alliance 



Here's a good way to get yourself killed 



Look at the detail in the cockpit, it’s fantastic 


against the empire. Eventually the whole 
affair cumulates in the attack on the 
second Death Star at the Battle Of Endor 
in a truly awesome battle. 

This is an extremely large game with 
52 very challenging missions and more 
detail and intricacies than any other 
space sim to date. The inclusion of the 
Millennium Falcon and the chance to fly 
with Luke Skywalker add to the whole 
Star Wars feel and the combat is superb. 
Flying in formation for Red Squadron 
against an Imperial star destroyer with 
more TIE-fighters than you care to 
imagine is a wonderful experience, as 
anyone who has played the previous 
games will know. 

The final few missions in which you 
attack the Death Star are sublime, they 
produce a cinematic quality and story 
which is authentic to the climax of 
Return Of The Jedi, in which you attack 
the death star in the Millennium Falcon. 

There are some drawbacks, however. 
Some of the missions are incredibly 
frustrating and this can ruin your 
enjoyment of the game. The missions 
have to be played time and time again 
until it seems you managed to complete 
them out of sheer luck. The missions 
also seem to get repetitive, it’s 
unbelievable that every mission doesn’t 
go to plan and you can guarantee you 


will have to engage enemy craft, which 
can get a bit tedious. It’s also 
disappointing to see no attempt has been 
made to improve the A.I. of the enemy, 
which is at best is simplistic and lacks 
any kind of tactics. 

X-Wing Alliance isn’t quite enough of 
an improvement on its predecessors to 
warrant classic status and a ninety-plus 
score. Sure, there are improved graphics 
and it is just as much fun to play as 
before, but it could have been more. If 
you liked X-Wing Vs TIE-fighter you are 
going to like this - it’s certainly 
incredibly challenging even for X-Wing 
vets. Not only that, it’s undisputedly 
gorgeous, atmospheric and above all it’s 
Star Wars. Let’s face it, you’re 
going to buy it anyway. 


X - WING ALLIANCE 


Supplier 

Activision 

Telephone 

01895 456700 

Web Site 

www.lucasarts.com 

Price 

£34.99 

Requirements 


Minimum 

Pentium 200, 32Mb ram. 131 Mb 


HD 

Recommended 

Pentium 266. 64Mb ram, 275 Mb 


HD, Direct 3-D compatible 


graphics accelerator 

Summary 

An excellent space combat sim, 


but certain areas could do with 

luiUM 

tweaking 

I^fil 



ALTERNATIVELY 


Conflict Freespace Interplay 

Very impressive space combat sim. not quite on 

par with X-Wing Alliance 


X-Com: Interceptor Microprose 

Space combat shoot ‘em-up mixed with resource 

management-weird 








MAY 1999 










PC Carnes 



Claire regrets necking with the slowly 
putrefying guy at the back of the disco 


He’s obviously been using the 
same skin treatment as 
Michael Jackson 


Hitchcock eat your 
heart out 


I F I had a dime for every time a zombie 
had bitten a chunk out of my shoulder on 
a Friday night in Stockport, I’d probably 
have loads of American currency. It is rather 
like Night of the Living Dead, as is this 
sequel to Resident Evil. 

Yes, if you like wading through hordes of 
the unwashed undead you’ll be happy as 
Larry (and if I ever meet this Larry 
chap I’m going to ask him 
exactly what he’s got to 
be so happy about). 
Gripping plot and 

atmosphere is what the first game had 
coming out of its ears - it was genuinely 
scary in places - and the second doesn’t 
buck the trend. 

Having said that, it 
was a good thing 

Resident Evil had such 
a gripping plot and 
atmosphere, 

otherwise there wouldn’t 
have been 
much else 

0^ PlayStation 
people may have 
. swooned at the game, but 
PC games players had seen 
H^it all before with Alone in the 
Dark, which was the same sort of 
^ idea just not quite so well polished. As 
the original game proved such a huge 
success, the sequel was inevitable. 

The local police force had thought the 
original T-Virus, which had caused the 
mutations, had been killed off with the 
destruction of the remote biological 
research centre. But a new strain has 
appeared and the local, populace is slowly 
being turned into an all-consuming zombie 
army. So if the stars of the show can’t put 


an end to it, the whole world will be 
taken over by these foul zombies and 
we’ll all be doing a bloody good 
impression of the Thriller video. 

The game picks up with one of if! 
the best intro videos I’ve seen. 

There’s some great direction and / , 

film quality cinematics and you 
get thrown right into the story 
line on a street infested with 
lumbering zombies. 

If you’re not familiar with 
Resident Evil, it’s pretty 
much like Grim Fandango or 
the Alone in the Dark series; 
the game is split into a 
bunch of pre-rendered locations 
each viewed from a fixed camera angle. 

Depending on how nasty the game 1 
designers were feeling, this view could be 
anything from a nice wide shot of the room 
or a tight angle view looking down towards 
your character (if they fancied letting you 
blunder into a conga chain of merry making 
zombies). Sometimes you can’t even see 
half the room until you actually move into it. 

Thankfully you do get pretty good audio 
clues as to what is lurking in the room, so if 
you can’t see a creature you are more than 
likely going to be able to hear it and, to be 
honest, you rarely just run into zombies. 

The camera views add a lovely cinematic 
feel to the whole game. This is where 
Resident Evil 2 really scores thanks to 
some great visuals and fantastic sonics; 
throughout the whole game you constantly 
have the feeling you’re in some huge 
zombie movie. 

The third person perspective further 
enhances the feeling of watching the action 
at the cinema and, thanks to a great spooky 
music score that’s constantly changing to 
reflect the mood, you’re always on edge. 




I 










Resident Evil 2 


Well, if it isn’t our old friend Mr Ressie Evil, 
quite why he has taken so long to make it onto 
the PC is anyone's guess, especially seeing as 
the port is a pretty direct one. The backgrounds 
look pretty crappy when compared to the rest of 
the graphics and its console roots show far too 
much. If you ask me this isn’t quite as good as 
Neil makes out, although it does have its 
moments, I’ll give it that. 

Darren Allan 


A spooky building filled wifh repulsive, undead 
flesh-eating zombies. Yup, if’s jusl anofher day 
in fhe PC Games Solutions offices for Neil Mohr 


I 

|Pf The sound effects really do make 
the game. Little touches like walking 
over broken glass, echoing wooden floors, 
incidental wind (/ won’t crack the obvious 
gag - Ed) and wailings help set the 
atmosphere and the background music 
is so spooky you’ll find you keep looking 
over your shoulder while you’re playing 
the damn game. The only downer is that 
even on high quality there seems to be an 
annoying background hissing to the 
samples. 

Graphically the game is odd. At top 
res, 640x480, the characters look good 
and move fluidly even on a P200, but 
the rendered backgrounds have 
obviously not been updated from the 
low res versions used on the 
PlayStation and as a result look 
stretched. 

As you play, the game is split into 
sections. You start in the streets, 
move onto the police station, then the 
sewers and ultimately the various 
research labs. Each section is 
basically blocked by a number of set 
puzzles. This is probably makes them 
sound more complex than they are as 
you simply have to wander around killing 
off any monsters and collecting anything 
you come across, then backtracking to use 
these objects in places you’ve already 


been. All this is fine, so long as you don’t 
get lost or miss something. It’s very tedious 
if you do, particularly as there’s little thought 
required to the puzzles/errands in the game. 
But as it’s a console game I suppose it has 
to cater to the lowest common denominator, 
insult intended. 

Interestingly, Capcom has tried to deliver 
two games in one. Resident Evil 2 comes 
on two discs - one lets you play from a 
character called Claire’s point of view and 
the other uses Leon’s point of view. I don’t 
think it works as the two games are far too 
similar, but it does throw in an interesting 
twist and you get a different set of 
scenarios for both characters when you 
complete the game. 

The masochists among you might be 
interested to know that if you can complete 
the game with a high rating, saving the game 
fewer than five times, you get access to all 
manner of extra scenarios, secrets and new 
characters. Some are pretty trivial, like 
dodgy pictures of game characters, but the 
secret character scenarios are worth trying 
for. Whether you can be bothered playing 
through three hours of the game four times 
is another matter. 

In the end the PlayStation roots of the 
game really show, and it’s hardly cutting 
edge. It’s less adventure and more movie 
mayhem, but at the end of the day it’s 
bloody, gory zombie fun, which can genuinely 
scare the crap out of you at times. If you 
want an interactive horror flick for 
your PC this is highly enjoyable. 


A very typical push 
the things into 
position “puzzle” 


Review 


Grim Fandango Lucasarts 
Fancy more of a puzzle-based game? This should 
top your list but make sure Mr Brain is in gear 
(Mister Who? - Ed) 


Wondering 
what the 
insides of a 
zombie’s head 
look like? Leon 
decides to find 
out, using his 
shotgun 


Supplier 
Telephone 
Price 
Web Site 


Virgin Interactive 
0171-368 2255 
£39.99 

http://www.vie.co.uk 


Requirements 

Minimum 

Recommended 


Summary 


Pentium 166MHz, 24Mb ram, 
100Mb hard drive 
Pentium 200MHz, 32Mb ram, 
550Mb hard drive, 3-D 
accelerator 

Great atmosphere and hours of 
gameplay. although some of the 
puzzles are a tad lacking and the 
console roots show through 


ALTERNATIVELY 


Resident Evil Virgin 
The easy alternative option. Go for the previous 
version, it’s as atmospheric as its big brother and a 
top budget buy 


17 


MAY 1999 


















PC Games 


o 

o 

o 








Fiestas, Fiestas everywhere, it’s like driving 
to work past the school on a morning 


Yes, it’s usually you that ends up 
spinning out when collisions occui 


TOCA 

Touring Car 

Darren Allan gets back into the driving seat and pretends 
he’s as clever as Jeremy Clarkson once again 


T HE original TOCA was famous for 
one thing up here at our offices, 
along with a fist-full of other select 
titles. It managed to dissuade us from 
playing Quake at lunchtimes for more 
than a week; it provided an alternative to 
the big Q’s fast paced and totally 
addictive gameplay. That in itself earned 
TOCA its gameplay “colours”, if you will. 
Many a happy lunch hour was thusly 
whiled away... 

But with a sequel the question, as 
always, is what changes have been made 
to it and were they worth making? With a 
successful game it’s always difficult to 
decide what exactly you should tweak, 
the danger being that to alter the formula 


too much might just plain ruin it. 

So what has been altered? 
Immediately, you think, well not that 
much. There are some extra options and 
stuff and it looks a bit sharper, but my 
initial impression was that there isn’t all 
that much different here. 

And in a way I was right, and wrong. 
Quite a bit has changed actually, 
particularly the graphics. I guess I’d 
forgotten exactly what the first game 
looked like, so I booted up my dusty 
old copy and, lo and behold, 
there is quite a difference. 

There’s considerably 
more detail in this I 
incarnation, 


Compare these two shots, one from the original TOCA on the left and the new improved visuals of the sequel on the right 
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T0CA2: Tourino Cars 


Review 



This is one cool game if you ask me. we ve 
been playing it over the network tor the last 
week and it's every bit as addictive as its 
predecessor. TOCA 2 adds more features, 
options, tracks and even better graphics. If you 
want one ot the best racing games ever., go out 
and buy this, it's as simple as that. Vrrooomm! 
(vrooming s purely optional)... 


Serond 


your car now, wings, gear ratios, the 
works, plus a breakdown of each track is 
given under track info so novice drivers 
can get a better idea of what they are 
about to tackle. 

In other words, there’s a hell of a lot 
more challenge here, whether it’s the 
different cars, tracks, new season 
modes, it’s all be ramped up 
considerably. The expert championship 
season will take some completing to say 
the least. 

But having pointed out all these 
enhancements, the gameplay physics 
remain pretty similar, at least in the core 
TOCA game (the added Fiestas and 
Formula Fords obviously handle 
somewhat differently). 

The handling is still a little “on ice” at 
times, although I guess this is realistic 
and the cars can be very twitchy just like 
in the first TOCA. But in this sequel the 
opposition cars always seem to do quite 
well out of collisions compared to you, 
and this can be pretty frustrating. The car 
that piled into you swans off with 
everyone else and you’re left spinning 
about, with any hope of getting near the 
front dashed. I certainly did my fair share 
of swearing during this review... 

I think Codemasters has managed a 
pretty decent job here - enough additions 
have been made to the tracks, cars and 
gameplay to make you want to play more 
and more, even though the formula 
essentially remains the same (and the 


from the way the lighting 
effects work to the manner in 
which you can see the driver through 
the back windscreen in the standard 
"behind the car” view. He’s even fully 
animated, leaning left and right and 
moving the steering wheel as 
appropriate. It’s all rather nifty looking to 
say the least. 

And the options open to TOCA racers 
have been expanded massively. Now you 
can partake in full seasons on different 
skill levels and a smart new feature is 
the two player team season, where you 
both race for the same team in split 
screen mode. Single race is there too as 
per usual, as is practice track, although 
now added to the standard eight tracks 
that were in TOCA 1 (these have been 
updated), there are 10 bonus tracks to 
keep you going. 


MORE TWEAKS 

Time trials are still in and a new arcade 
style checkpoint race. Finally, the 
support car championships are covered, 
such as the Ford Fiesta championship. 
Yes, buzzing around Donnington in a 
piddly Ford Fiesta with the accelerator 
floored doing 129 mph is quite amusing. 
Other cars are covered, such as Formula 
Ford, and all sorts of flash beasts like 
the TVR. Nice... 

The more you play TOCA 2 the more 
you realise the little tweaks that have 
been made to the game. You can set up 


Once again 
it’s 

hammering 
down, this 
makes the 
game even 
more difficult 


»•» 


Brake hard 
and cut in on 
the inside. 
TOCA rules for 
overtaking! 


Brake, brake, use the bloody brakes! I don’t know, they 
don’t normally bother in touring car racing mind you 


old tracks are all there). It’s possibly a 
touch harder, the computer drivers are 
certainly more aggressive in their tactics, 
but then this has got to be a good thing 
as TOCA veterans will want to be 
challenged by the follow up. I can 
recommend this to players of the first 
game and TOCA novices alike without 
hesitation - it’s an excellent drive. 


Supplier Codemasters 

Telephone 01926 814132 

Price £tba 

Web Site http://www.codemasters.co.uk 


Requirements 

Minimum 

Recommended 


Summary 


Pentium II 266MHz, 32Mb ram, 
400Mb HD 

Pentium II 266MHz, 64Mb ram, 
400Mb HD, 3-D accelerator 
Massively improved visually, 
plays better too and a ton more 
options, you can’t argue with that 
really, can you? 


ALTERNATIVELY 


TOCA Codemasters 

The original and still pretty good if you’d rather pay 
a budget price for your racing games 


Motorhead Gremlin 

If you’d rather go for futuristic, non-realistic racing 
this is the best about at the moment 
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A HH, the old spectre of nuclear war 
and a post-holocaust world. Yes, you 
too can eke out an existence for 10 
years on various berries, hide under a 
mattress leant up against the wall. Not so 
in Warzone, you’re going to fight for what’s 
left of the world after the ultimate disaster. 

The idea is that you are part of the 
forces reclaiming the world - or what’s 
left of it after the so-called "collapse" 
(nuclear holocaust). There aren’t that 
many people left, you yourself only 
survived by hiding under said mattress for 
a few months. But naturally there are 
other survivors and they've banded 
together into groups with the express aim 
of claiming the world as their own. 

Looks like only the megalomaniacs 
survived... and they're all after the lost 
artefacts of the past so they can 
research the old weapons technology and 
start the war all over again! Noble goals 


indeed. This is, of course, a C&C style 
game as you will no doubt have worked 
out for yourself, although Warzone does 
boast some new and welcome additions 
to the traditional formula. These include 
pretty swish 3-D graphics, a dynamic 
single player campaign, researchable 
technology trees and the facility to design 
your own units. A few other 
miscellaneous neat ideas are also 
bunged in for good measure. 

OK, I’ll look at the visuals first. Think 
Myth, fully rotatable, zoomable (well, the 
zoom is a touch limited) 3-D, you can even 
flatten the angle of the camera so it’s 
nearly top down, or almost from the side- 
on. Put it this way, most will be able to 
find a view they’re happy with, although 
predictably the near top-down view was the 
one I used the most. 

In terms of quality the graphics are 
good, but not stunning; your units here are 


actually quite large in comparison to 
something like Total Annihilation. I guess 
this is necessary for a fully 3-D game, 
smaller units would just look stupidly 
titchy. The meaty explosions are worth a 
mention and my only real moan is that 
some of the animation, like the cyborg 
ground troops, is a bit dodgy. 

So what's all this about a dynamic 
single player campaign, then? In the 
simplest terms, whatever you end one 
mission with you start the next with. If you 
take heavy losses in one mission, the 
next will be harder, plus whatever 
resources you accumulate you carry over 
too (the resource in Warzone is simply oil). 

Your base stays the same, you’re on 
the same map and your units keep their 
experience. This is another smart idea - 
units are ranked according to the number 
of kills they have scored and experienced 
units are far better shots and much more 


Warzone 2100 


Once again Darren Allan is forced fo play 
anofher C&C clone. This one, however, 
has a bif more clouf fhan fhe average 
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m Review 


: 



order a unit to retreat at light or 
damage to a repair bay, to fire at close or 
longer ranges, basically it’s as extensive 
as the Dark Reign system. There are a 
few niggles, however. Despite your orders 
some units still manage to behave a bit 
stupidly and when one of your most 
experienced units experiences one of 
these freak-outs and gets blown to pieces 
as a result, you’ll want to throw your 
mouse through the window. 

At least developer Pumpkin Studios has 
tried to do something different from the 
norm here with the movement Al, in that 
when a unit’s path is blocked by another 
it will let it know, and the obstructing unit 
will try and move. This can cause some 
bizarre chain reactions with large troop 
movements mind you, and at times they 
mill about in a frustratingly awkward 
fashion, but this system, while not the 
perfect answer, is at least a decent bash 
at the solution. 

Multiplayer options include a one player 
skirmish mode so you can practice the 
game against computer opposition, along 
with the standard multiplayer game either 
in normal base building mode, or a 
straight out tank-tracks to tank-tracks 
deathmatch where you have to notch up 
as many kills as possible. That’s it, 
there’s no capture the flag or other 
variants, but a groovy online ranking 
system has been instituted which could 
work out to be well smart. 

There’s certainly a massive challenge 
here in Warzone and even hardcore C&C 
players will find themselves occupied for 
quite some time with this baby. Mind you, 
the size of some missions can be a little 
bewildering at times, but like I said, if it’s 
a challenge you want then this is it. 

The main cool thing about Warzone it 
that it genuinely makes an effort to be 
somewhat different from the majority of 
the clones that have flooded the market 
in the past, and for this it should 
be commended. 


Later on in the 
game the hover 
technology 
becomes pretty 
important 


The game does have its 

moments that's for sure 


dangerous. I think Americans call this 
whole idea persistent resource 
management - whatever it’s called, it 
certainly livens up the campaign no end 
and gives you a real sense of participation 
in a full-on war. 

The further you get into the campaign, 
the more of the main map is revealed, but 
other maps are also available in the form 
of sorties into occupied enemy territory. 
These "away” missions, if you will, are 
launched from your home base using 
transports and you handpick a (hopefully) 
appropriate squad. Reinforcements may 
be allowed and some transport missions 
actually allow you to build outpost bases. 
It’s all rather cleverly put together. 

Also under the category of innovations, 
Warzone boasts a full research technology 
tree rather like Age of Empires, which in 
turn “borrowed” the idea from Civ. What 
AOE didn’t let you do however was employ 
all this researched technology to design 
your own units, Warzone does. At the start 
of the game this might not mean much 
because you’re pretty limited in design 
elements, but later on there are all sorts 
of goodies to play with. 

There are plenty of other neat features 
too; the plot is nicely designed and the 
campaigns and missions are brilliantly 
linked. The sound is excellent as well, the 
crackles and booms of warfare are spot 
on. Plenty of handy keyboard shortcuts 
abound, such as the extremely useful 
Ctrl+D, which orders any heavily damaged 
units to retreat for repair. 

There is the issue of unit orders and 
pretty well refined these are too, you can 


Supplier 
Telephone 
Price 
Web Site 


Eidos 

0181-636 3000 
£39.99 

www.eidos.co.uk 


Requirements 

Minimum 

Recommended 

Summary 


Pentium 166MHz, 32Mb ram, 
75Mb hard drive 
Pentium II 233MHz, 32Mb ram, 
75Mb hard drive, 3-D accelerator 
Not without some faults and 
hardly completely original, but 
damn absorbing stuff nonetheless 
that genuinely adds to a now 
pretty tired genre 


ALTERNATIVELY 


Total Annihilation GT Interactive 
Regarded as one of the finest multiplayer C&C 
games, TA is also the best looking and has loads of 
expansion packs too 


Starcraft Cendant 

This game introduced the concept of a "real plot” 

to the C&C genre, it’s also a brilliantly engineered 

game 


Serond 
npimon 


Personally. I am getting a little tired ot C&C. I 
don't particularly care how it’s been rebadged - 
and Warzone certainly looks good and brings a 
few new ideas to the party - at the end of the 
day it's time the genre truly moved on in some 
respects. Having said this, Warzone is far from 
a bad game, it does have a few faults here and 
there, but if you are a big fan of the genre it is 
worth a look. 

Wayne Williams 
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I ’M a firm believer that mixing genres is 
the next big step in the evolution of 
games. Imagine taking X-Wing Alliance 
(reviewed in this very issue) and 
combining it with Jedi Knight-style 
exploration. Now that’s the kind of 
ultimate games world I’d like to whittle 
away a goodly few hours of my life on. 

Another recent genre cross-pollination 
attempt is that seen in BattleZone. This 
title welded real-time-strategy with the 3-D 
roam-around graphics engine into a 
successful marriage that worked rather 
well indeed. 

The Quake-style 3-D shooter genre is 
at this moment going through big 
changes. 3-D games are becoming much 
more than merely monster-maze shooting 



Cool, I just found this beefy cop car and it packs a 
mighty big punch indeed. Now where’s the siren? 


galleries. Half-Life went some way to 
providing a better gameplay experience. 
You can expect the RPG and 3-D action 
genre to merge soon with the likes of 
System Shock 2 and Ultima Ascension 
currently in development. 

Redline attempts this mixing of genres 
by giving the player the chance to 
experience not only third-person Quake- 
style 3-D action, but also vehicle-based 
combat as seen in Activision’s Interstate 
'76 with a smattering of Carmageddon’s 
carnage thrown in for good measure. 

So what’s the script with Redline? 
Well, you are a loner who is recruited 
into a gang called the Corporation. You 
are sent on various missions and your 
ultimate aim is to become top dog. I was 



Please step out of the vehicle and produce your 
drivers license. Or I’ll open fire, mister 


initially surprised that there are only 12 
missions in the game, but these levels 
are huge and Accolade doesn’t see the 
number of missions as a problem. 

The 3-D engine used in Redline is 
quite good and the levels are indeed big. 
Some of the pyrotechnics used in the 
game are also rather impressive. 

The biggest problem with the game’s 
engine occurs when you step out of the 
cars and try moving around on foot. 
Things just don’t feel right. The worst 
thing is the ‘sticky’ scenery in the game; 

I often found myself in a tight corner 
trying to outmanoeuvre and dodge an 
opponent, but whenever I hit part of the 
scenery I seemed to stick to it. I assume 
some kind of friction was involved, but it 
is really annoying and unnecessary. 

As for vehicle combat, well it’s not bad 
at all. As well as the car-mounted 
weapons with which you can dish out all 
manner of mayhem, you also have the 
ammo-saving option of just running over 
your opponents. 

One particularly nice touch is the way 
characters react when you hit them with 
your vehicle. If you aren’t going too fast 
when you hit someone, they will just be 
knocked for six and land on their butt, 
whereas if you have the pedal full to the 
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When you’re on foot you’re in a seriously 
dangerous situation. Luckily you have 
some wicked weaponry with which to 
dish out death 


This nasty weapon will make mincemeat out 
>f anybody’s innards I can tell you. It makes an 
Amiallv na<;tv sound too 


metal they will be splattered in 
spectacular bloody style a la 
Carmageddon. 

The missions themselves are quite 
good and don’t fall into the mind-numbing 
trap of offering nothing more than a 
wander around, shoot things, wander 
around, open a door and shoot more 
things approach. For example, one 
mission sees you sneaking up on some 
unsuspecting enemies. If you shoot them 
all before they can raise the alarm you 
can jump in their car and travel down the 
road to their base. 

As you approach the base the 
entrance guards think you are one of 
their own and open the door for you, 
thereby making things a lot easier. If 
you muck things up by allowing one of 



Oh dear, these guys don’t appear to be too 
pleased to see me. Maybe they'll be a lot 
friendlier when I point a rocket in their faces 


the guards to raise the alarm or by 
panicking at the base entrance 
roadblock and trying to fight your way in 
you are going to find things get a bit 
more difficult. 

In fact most of the missions eventually 
result in you destroying something 
important to the rival gangs in the game 
and this destruction usually ends with a 
spectacularly large explosion. It shows 
the developer has put a lot of effort into 
mission design and scripting - something 
all developers should take note of. 

Hardware fetishists will be glad to 
hear there are about 10 different 
vehicles to play with, as well as a 
healthy dose of up to 50 weapons 
(portable and car-mounted). There are 
other pick-ups too such as the usual 
health items and when you’re in a car 
you can pick up repair icons that restore 
your vehicle to varying degrees. 

Redline isn’t without a few glitches 
however. The textures are somewhat 
bland, which I assume is due to the fact 
that each level’s huge and complex 
textures would probably cause frame- 
rate problems. 

Also, the character animation of your 
opponents is minimal and clunky, again 
probably to keep the game from slowing 
down when confronted with lots of 




Redline must be praised for trying to be 
different from the crowd - let’s face it there are 
far too many safe clone options in the games 
industry, and at least a mix and match of 
Carmageddon and Quake is a alternative 
concept. OK, so it’s still derivative, and I think 
Daz has over-rated the playability slightly, but 
it’s not a bad effort by any means. 

Darren Allan 


enemies on screen. The in-game 
cinematics are not too bad but could 
have been better. Every time you finish a 
mission you get a debriefing from the 
main boss of the gang. As you listen and 
watch him you’ll see him moving in an 
extremely obvious repeat motion. 

The multiplayer maniacs will not be 
disappointed with the options in 
Redline. There are all the usual 
features, with the ability to handle up to 
12 players in the game. 

Although Redline might not be a Half- 
Life beater, it’s sure as hell worth 
extracting some readies from your wallet 
for. The missions are well designed and 
interesting and the combination of 
vehicle and pedestrian-based combat 
action is done quite well. | 

Go on, give it a try. 



Supplier 

Electronic Arts 

Telephone 

01753 549442 

Price 

£34.99 

Web Site 

http://www.ea.com 

Requirements 

Minimum 

Pentium 166MHz, 32Mb ram, 
150Mb hard drive 

Recommended 

Pentium 233MHz. 64Mb ram, 

150Mb hard drive 

Summary 

m 

Over all a competent and 

1 downright fun 3-D action 
experience, an interesting mix 
of genres 


ALTERNATIVELY 


Carmageddon 2 Virgin Interactive 

Great game, quite simply carnage in a car. Lots of 

bloody fun indeed 


Half-Life Sierra 

If you prefer your 3-D action on foot then this is the 
top dog 



Don’t spend too much time standing still when you are on foot and 
your opponent is in a car or you’ll end up as a tyre stain 
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I F you’ve taken a glance at the 
screenshots which adorn this page you 
will doubtless have noticed that UEFA is 
not in fact a totally new game at all. In fact, 
it's basically an updated version of Michael 
Owen’s World League Soccer - except 
instead of being endorsed by everybody’s 
favourite talented cheat, it is now tied in 
with the world's premier club competition, 
the European Champions League. 

World League Soccer was actually quite a 
decent football game and in a world without 
FIFA we might all well have grown to love it. 
Unfortunately, WLS simply didn’t have the 
instant accessibility and highly intuitive 
control system which the last few FIFA 
games have featured - and nothing’s 
changed in UEFA. 


The problem is that the area in which 
your player will be deemed to be in control 
of the ball is simply too small. The result 
is that very often you can stand almost 
directly over the ball, thinking you are in 
possession, and try to play a simple pass 
to a nearby team mate, only to end up 
badly slide-tackling a nearby member of 
the opposing team, conceding a free kick 
and getting booked. 

It is also too difficult to string stylish 
moves together. Even when you have been 
playing the game a while and think you 
are beginning to get the hang of things, 
you can still cock it up quite spectacularly 
without a great deal of effort. 

The action is also a little on the slow 
side, especially when compared to the 


UEFA Champions 
capua 1998/99 

Reviewed by Dave Cusick 



Dethkarz 

Reviewed by Paul Noel 



ETHKARZ is billed as a glimpse of 
‘fast cars from the future’. Now, while 
Road Rage may indeed be ’’all over 
the frrrrront page," I'm sure a certain little 
Welsh tart would be catatonic if she were 
to see some of the antics going on in this 
surprisingly fine futuristic 3-D combat race 
game from Infogrames. 

Dethkarz (as the name might hint at) 
isn’t just one of your namby, pamby 
simulations. It’s a combat racing game 
where as well as tackling tortuously tight 
turns, hair-raising hairpins and ludicrously 
over the top leaps and jumps, you’re 
battling (quite literally) against maniacal 
motorists who'll do anything to stop you. 

As I said, the game has a futuristic 
setting, and what a marvellous vision of 
the future it portrays. Take the Metro City 
track. It’s a bizarre Neo Tokyo-like urban 
dream of a course, straight out of Blade 


Runner. Lamps burn. Neon signs flash 
and Spotlights glow in this heavenly vision 
of a future so bright you’ve almost gotta 
wear shades. 

The second course, The Pole, is a frozen 
waste with crisp bright white snow, a third 
has watery sections with superb aquatic 
reflections, while a fourth sees you racing 
around glowing volcanic peaks. In all 
instances the graphics are astonishingly 
gorgeous looking. 3DFX enhanced racing 
has surely never looked so good. They’re 
moody, atmospheric and though wildly 
fantastical somehow seem to ooze realism. 

The cars and weapons too are 
gobsmackingly well depicted. The metallic 
bodies of cars reflect the light and colour of 
the stunning courses and spectacular 
weapons explosions perfectly. Weapon 
powerups (found littered about the track) 
include a shield, homing missiles, 


This powerup turns your car into a 
lethal weapon. Go on, ram someone 

torpedoes, a stealth weapon that turns you 
invisible and so on. There’s a marvellous 
balance between driving skills and shrewd 
use of the powerups and the special 
effects employed on each are so 
spectacular they wouldn’t be out of place in 
a Jean Michel Jarre extravaganza. 

OK so it looks the mutt's nuts, but it’s 
about as much fun to play with as a park 
full of the mutt’s doings, right? Well, 
actually, no. All too often the fancy 
powerups in combat racing games act as a 
smokescreen to conceal a lightweight 
driving engine, but not here. For a game 
that is first and foremost an arcade racer, 
the car physics feel admirably realistic. 

If you struggle to tell your racing line 
from a washing line initially you’ll be in for a 
rough ride. However, once you’ve found 
your racing line and got to grips with 
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Eat my goal! 



Getting the hang of corners is tricky 


high-speed settings of FIFA. It can take an 
eternity for the world’s fastest wingers to 
run half the length of the pitch in UEFA, 
and this does detract a little from the 
enjoyment of the game. 

Some aspects of UEFA are extremely 
good, however. The players are nicely 
animated and the graphics are actually 
quite detailed, even if they seem a little 
rough at first glance. There are some 
stylish graphical touches too - for 
instance, the nets bulge when the ball is 
smacked into the goal. 

The running commentary, 
from Brian Moore and Big 
Ron Atkinson, is also quite 
well implemented. Bob 
Wilson pops up too from 
time to time, although 



the less said about his shockingly trite 
interludes, the better. I suppose, to be 
fair, Eidos has captured the platitudinous 
pillock perfectly. 

Good use is also made of the UEFA 
licence. As well as featuring all the 1998- 
99 Champions League teams and all the 
teams who played in the qualifiers, it 
boasts every European Cup winning side 
since the tournament began. If you want 
to see whether the United side of 1968 
could have beaten the Liverpool side of 
1977, now you have the chance. 

You can of course play through 
this year’s competition, or you 
can create your own custom 
leagues using any of the 
teams in the game, or your 
own all-star dream teams. The 


UEFA CHAMP10N5 LEAGUE 1998/99 


Supplier 

Telephone 

Web 

Price 

Requirements 

Minimum 

Recommended 



Eidos 

0181-636 3000 

www.eidos.com 

£39.99 

Pentium 200MHz, 16Mb, 70 Mb 
hard drive 

Pentium 233, 32Mb, 70Mb hard 
drive 

It’s not bad, but it’s no FIFA- 
beater. A steadily improving 
series, mind you 


ALTERNATIVELY 


FIFA 99 Electronic Arts 

The world’s best football game, by a country mile 


Actua Soccer 3 Gremlin 

Yegads. It might be better than the last Actua 

game, but it’s still cack 


bottom line is that UEFA is reasonably 
good, and no more. 

If you only ever want to play one football 
game, make it FIFA ’99. If you fancy trying 
something a little different GQ 
though, UEFA is worth a look. 



This futuristic Metro City course is 
like something out of Blade Runner 


The TV replays show off the 
graphical splendour perfectly 


slamming the brakes on and letting your 
back end skid around the corners, this is 
thrilling edge-of-your-seat driving experience 
in the great tradition of the best arcade 
racers. It may not have the comprehensive 
subtleties of Colin McCrae, but for my 
money it's a TOCA 2 beater. 

If there’s a criticism it’s that there are 
only four truly separate courses with the 
short, medium and long being variations on 
the one track. Ridge Racer fans will be 
familiar with and (hopefully accepting of) 
the system of unlocking the middle and 
long courses as well as additional cars 
(making a total of 12 in each), through 
accomplished Championship driving. 

Even so there are still loads of 
challenges to be found; from the Checkpoint 
urgency of the Arcade mode to the tortuous 
challenge involved in competing in all eight 


Championship Tournaments. There’s also a 
Time Trial, not to mention a rather splendid 
network game, all of which ought to keep 
you at the wheel for some time. 

Speaking of wheels, Dethkarz is ‘wheely’ 
great. I've a rather smart (but seldom 
used) driving wheel at home which I 
dragged out of a cupboard to add a further 
touch of realism, and let’s just say it won’t 
be going back there in a hurry. Dethkarz 
with a decent wheel is the nearest thing to 
a racing coin op I've played in absolutely 
ages and I swear at one point I stopped to 
pump a few pound coins into my monitor. 
It's a nigh on arcade experience, lacking 
only some little scally coming up to me and 
asking me to lend him 20p. 

I've seen the future - of 3-D PC driving 
- and despite what that fat, baldy bloke 
might have you believe it isn’t egg 



Supplier 

Telephone 

Web 

Price 

Requirements 

Minimum 

Recommended 


Infogrames 
0161-827 8000 
www.infogrames.co.uk 
£39.99 

Pentium 166, 32Mb ram, 50Mb HD 
Pentium 200, 32Mb ram, 50Mb HD 


Summary 



Stunning looks and superb 
handling make this rate 
alongside the finest driving 
games on the PC 



TOCA 2 Codemasters 

If you’re hankering for a touch more realism this 
updated version of the excellent TOCA series is 
top notch 


Colin McRae Rally Codemasters 
The pinnacle of racing simulations with tons of 
options, bags of challenge and loads and loads of 
mud 

shaped, it’s fast, furious and decidedly 
Dethkarz shaped. So if you’re at all a fan 
of arcade driving games I strongly suggest 
a quick spin down to your games store 
some time in the 
foreseeable future. 
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Solutions 



If you can’! feel fhe force flowing 
fhrough you, or jus! find fhe missions 
foo damn hard, !his full walkfhrough 
courtesy of Nick Mohr will help you 
masler fhe infricacies of fhis fruly 
challenging space combaf sim 


L ET’S face it, we all got stuck somewhere in 
the original X-Wing. And in Tie Fighter there 
are always a few missions where it takes 
you numerous attempts to succeed in completing 
the objectives. This latest instalment from 
LucasArts, however, is fiendishly difficult. Some 
of these missions are really hard - trust us, you’ll 
need this walkthrough. But before we get to the 
actual details of the missions, here’s some 
general advice on how to handle your kite... 


TIPS DN FLYING AND FIGHTING 

If you played X-Wing Vs. Tie-Fighter you 
will immediately be familiar with the 
sophisticated control system that the 
starfighters use. If not, don’t worry, now 
is the time to acquaint yourself with the 
controls, targeting systems and the 
Multifunction Display (MFD) available in 
he starfighter's cockpits. There’s only 
ne way to play X-Wing Alliance (XWA 
from hereon) - make sure you have a 
joystick, and a decent one at that. 

It is important to be able to respond 
very quickly to the volatile environment 
in which the missions are set. You 
should always be aware of the mission 
orders and of the situation the mission 
critical craft are in. 

Don’t forget mission objectives can 
change so it is important to listen to the 
conversations in flight and to what 
Emkay, the robot sidekick, has to say. 

II missions have set objectives that 
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Prologue: Family Business 


AERON’5 LE550N: TRANSPORT 
OPERATIONS 

These are very easy missions, just follow 
your wingman and do as they say and 
you can’t go wrong. Don’t worry about 
the Viraxo enemy ships, they will give 
you a chance to familiarise yourself with 
the gun turrets and have a bit of target 
practice. 


EMON’5 LESSON: WEAPONS 

This lesson give you a chance to try out 
the gun turrets, do as Emon says and 
destroy all the drones and Junk 
containers. Once at Dunari’s Rest attack 
the Viraxo ships until they hyper out of 
the area. 


The early missions are simple 


Home sweet home 


and then the CORT Venix after it has 
been vacated. Don’t destroy the spice 
delivery. Stick with the FPS Andrasta 
and attack his targets, if you have 
problems you can always ask him to 
cover you (Shift+C). 


Viraxo fighters, this should be no 
problem. The third ship will hyper out 
very quickly and all you have to do Is 
inspect the containers - make sure you 
do all of them. 


STICKING IT TO THE VIRAXOS: 
COVERT DELIVERY 

This is your first chance at real combat. 
Destroying the Viraxo fighters is quite 
easy, just don’t forget to destroy at least 
25 per cent of enemy ships and cargo 


AERON’S LES50N: DATA 
RECOVERY 

This is another simple mission. Just do 
as Aeron says, in the second cargo 
area destroy the pirate raider and In 
the third cargo area destroy the two 


BLACK MARKET BACTA: CARGO 
TRANSFER 

The Bacta delivery is a trap - stay close 
to the MTRNS Vasudra and stop near it 
when it goes to dock with the Xiy/T End 


must be completed to progress and 
these generally Involve defending or 
destroying a capital ship or space 
station. All combat engagements employ 
the use of starfighters to complete 
these objectives. 


amounts of damage in the missions, this 
is not a game for the faint hearted. 
Shield and laser recharge should always 
be set to maximum while dogfighting, as 
speed is generally not an issue. Setting 
the throttle to 1/3 will give your craft 
its optimal turning circle. 

Constantly dodge and weave to avoid 
fire from enemy fighters and never stray 
too near capital ships. Don’t let fighters 
pull you and your wingmen in - Star 
Destroyers and the like can cause 
serious damage. 


attack capital ships from behind as the 
engines reduce the number of turbo 
lasers targeting you. From any other 
angle attack turbo lasers as a priority, if 
you are playing on the Hard setting you 
will have to take out the shields first to 
do this. 

- Constantly dodge and weave to avoid 
fire, attack and withdraw as fast as you 
can, often it is best to set laser 
recharge rate to maximum and turn off 
the shield recharge completely to gain a 
balance between speed and firepower. 
Once out of serious danger (about 1-1.5 
km), use the shield recharge to regain 
any lost shield energy but don’t take all 
day doing this. Sometimes situations 
arise when it is best not to fight or to 
sacrifice wingmen in order to complete 
objectives, but this changes from 
mission to mission and I will describe 
the best tactics for each individual 
missions as we come to them. 


DOGFIGHTING AND ATTACKING 
ENEMY 5TARFIGHTER5 

Imperial ships, which are your most 
common enemy, are generally very fast 
and agile fighters but they lack firepower 
and shields. Quickly disposing of a group 
of enemy TIEs is best done by attacking 
in groups and using your wingmen 
effectively. To do this target your 
nearest enemy (using the R key) and 
order your wingmen to attack (Shift + 

A). This routine should always be done 
as quickly as possible but should never 
take priority over mission objectives. 
Always be prepared to take serious 


ATTACKING ENEMY CAPITAL 
SHIPS AND SPACE STATIONS 

Capital ships are big and slow and thus 
very easy to hit. Missiles and torpedoes 
can often be dumb fired from a very long 
distance, meaning you don’t have to 
lock on to a target to hit it, the same 
goes for space stations as well. Always 
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Never fly head to head 


Vasudra, there is nothing you can do to 
prevent its destruction. When 66 per 
cent of rebels have escaped redirect 
all power to engines and head towards 
the hyper buoy. Use the automatic 
turret to fire upon any craft targeting 
you, especially Tau Gunboats and 
incoming missiles. 


Stay close to the lovely capital ships 


DEEP SPACE STRIKE EVALUATION 

This is a fairly simple strike operation in 
three parts. The first Is very simple, take 
out about 10 gas containers and the 
whole station will go up, link your ion 
and laser cannons for best effect. The 
second part requires you to take out the 
CRKC Sodrab docked at a station. Fly 
around the station to get an open shot 
at it but stay out of range of the gun 
emplacements - fire all your torpedoes 
at it. Once it has destroyed return to the 
Defiance to reload warheads. The third 
and final stage is quite easy - take out 
any fighters targeting you if you have to, 
but you can destroy 25 per cent of the 
convoy very quickly without a problem. 


Abandoning base 


Run. Follow the Zero G utility workers 
closely and when the first one sets the 
trap destroy the other two Zero G utility 
men. Immediately move on and engage 
SCT Ravenno, this will fire back but 

won’t cause too much trouble. 

-s Once they have been 
._ A' destroyed join in with the 
Otana and attack the 
Loose Cannon, this will 
I'Sit* go down pretty 

jf **** easily, and then you 

** V,' ‘f. can take down any 

remaining fighters. 
-'“TV ? Let the Vasudra 

ft finish its docking 

operation and follow 
your fleet home. 


REBEL RENDEZVOUS: 
AID TO THE ALLIANCE 

Escort the MTRNS Vasudra to the Rebel 
Hospital and wait while it begins its 
boarding operation. When the Imperial 
Star Destroyer turns up head towards it 
with the squadron of X-wings, the 
Andrasta will follow you. Engage fighters 
but make your priority the TIE bombers 
and this should buy enough time for the 
rebels to escape. 

Don’t get too close to the Star 
Destroyer and don’t bother about the 


NOWHERE TO 00? ESCAPE 


IMPERIAL ATTACK 

The easiest way to complete this 
mission is to mentally mark on the map 
exactly where you entered from 
hyperspace as this is also where you 
will leave. Once you have checked your 
map for your exact position pick up 
your cargo (chi 8) and return to the 
spot you marked. 

When a Star Destroyer arrives forget 
about the other transports and wait till 
the hyper buoy reappears and enter 
hyperspace. If missiles are fired before 
you leave shoot them down (If you 
engage enemies you will probably lose 
your cargo). Once back at the 
Azzermeen station drop the cargo 
(Shift+R) and destroy the Viraxo craft, 
pick up the cargo again then wait for the 
hyper buoy to appear. Outrun the TIE 
fighters, if you stop to fight you could 
well be destroyed. 


STARFICHTER SUPERIORITY 


EVALUATION 

This mission examines your ability to 
dogfight, it’s fairly straightforward if you 
listen to your instructor and follow the 
advice I gave before about dogfighting. 
Use the time in between hyperjumps to 
recharge your shields, there’s no need 
to rush. 



hull, they boast up to 16 warheads \ 

making them ideal to strike capital ships. 
They are cumbersome and fairly slow making 
them poor in a dogfight. 


TIE-BOMBER: 


Large and not as agile as the TIE-fighter, 
they're easy to take down. They always 
come in large numbers and can carry up to 
eight warheads. 


TIE-INTERCEPTOR: 


I Very fast, TIE-Interceptors carry quad lasers 
I and an improved hull over the TIE-fighters, but 
still no shields. 


THE IMPERIAL STARFIGHTERS 

TIE-FIGHTER: TIE-ADVANCED: 

Fast and manoeuvrable, but with a very weak hull Extremely fast, agile and deadly. These craft 
and no shields the TIE-fighter is an interesting can carry warheads, quad lasers and come 

adversary and most dangerous in groups. with shields making them more than a match 

for any A-Wing or X-Wing. 


TIE-DEFENDER: 


ASSAULT GUNBOAT: 


Tout'll with ^ond shielding and a strong 


The Empire’s most advanced ship. Improved in 
r" V every way over the TIE-Advanced - faster, 

greater agility, improved shields, can engage 
multiple targets and has dual ion cannons as 
well as quad lasers, this a match for a fleet of 
X-wings. The only weakness is a soft hull. 






This is your home now, Azzemeen 


Don’t waste vital weapons 


CONVOY ATTACK 

Follow your flight leader in attacking his 
targets but don’t waste all your 
torpedoes on one vessel. When you 
engage TIE fighters take them down as 
quickly as possible using your newly 
acquired dogfighting skills and ask for 
assistance. When attacking the convoy 
use your map to determine who will 
enter hyperspace first (the people 
leading the convoy), and take these 
down first. 



Always try to fly in formation Don't linger in this situation 


O' 

O' 

O' 



RESCUE UNCLE ANTAN 

Destroy all fighters before attempting to 
dock with the station, they are slow and 
easy to hit. Stay close to the Andrasta 
because he will defend you at all costs. 
Once docked at the station use the gun 
turret to distract any hostile craft - only 
fire on targets heading towards you, as 
this will limit their attack before they 
break off. Once the docking operation is 
complete the Otana will automatically 
disengage from the station, immediately 
redirect all power to engines and head 
for the hyper buoy. Deflect attacking 
craft using your gun turrets and you 
should just make it. Meet up with the 
Andrasta and dock with it to transfer 
Uncle Antan. This is getting tough. 

RECQNNAI55ANCE OF IMPERIAL 
TASK FORCE 

Once you reach search area 3 redirect 
all power to engines and quickly inspect 
the fleet. Order your wingman to engage 
any fighters targeting you, but don’t 
bother with fighters yourself as there is 
too much firepower to contend with. 
Constantly dodge and swerve to avoid 
turbo laser fire from all ships, the 
inspection should be completed very 
quickly, use the 0 button to find the 


nearest objective to inspect and 
remember to avoid engine wash. 

Engage and destroy the probes using 
your missiles as they move out of range 
of the ISD Corrupter. The remaining TIEs 
will chase you in a large pack once your 
wingman has been destroyed. Keep out 
of range, by this time you probably won’t 
have any shields left and you'll have 
plenty of time to take out all the probes. 

RESCUE ECHO BASE PRISONERS 

Forget about reaching the Dreadnought, 
after the first hyperjump it will escape, 
instead concentrate on the Assault 
Gunboats. Then pursue the enemy ships 
into the next combat area, take out as 
many TIEs as possible and make them 
your priority. Once the Assault 
Transport Storm has finished its 
docking operation escort it to 
hyperspace, again keeping an eye out 
for TIE bombers. (TIE bombers can fire 
their warheads at about distance of 3 
clicks so be warned.) 

RECOVER IMPERIAL PROBE 

The probe can be quickly located but 
take out all the R-41s first. Be careful 
while attacking the MUTR Pelican, you 
don't want to destroy the probe. At the 


customs checkpoint make a run for it to 
the hyper buoy using your gun turret to 
deter any enemy craft. 

STOP RESUPPLY OF ISO 
CORRUPTER 

Destroy as much of the fleet as quickly 
as you can. Don’t fire all your missiles at 
once and fly with your wingmen, 
attacking their targets. Follow the rest 
of the enemy fleet through hyperspace 
and finish off the convoy. Stay close to 
the frigate Monitor and destroy the 
shuttles leaving it using your wingmen to 
cover you, don’t attack the Monitor 
itself until all the shuttles have been 
destroyed, it is not of primary concern. 

DESTROY IMPERIAL SUPPLY NET 

Immediately move in and take out all the 
static defences, any incoming missiles 
can be taken out head on, as a group 
you should destroy the large gun 
emplacements easily. Constantly watch 
out for any TIEs targeting you and order 
your wingmen to attack them. Move on 
as quickly as possible to defend the ATR 
Cloak ships from the TIE bombers 
launching from the base, the ATRs are 
tough but the mission is easily lost when 
these ships go down. 
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You can't leave them alone for a minute 


Protect your objective craft 



FLIGHT STAFF TRANSFER 

This is where you meet the experimental 
TIE fighters for the first time, they are 
hard to hit but very soft. Speed is of the 
essence here, move in quickly to engage 
the TIEs and keep your laser power at 
maximum by transferring energy from 
your shields. Try to engage the TIEs 
attacking the convoy first, you don’t 
want to lose any civilians. 


ENSNARE IMPERIAL PROTOTYPES 

Do not order your wingmen to attack the 
new TiEs as they will destroy them. 

There are five different varieties of the 
experimental TIE which must be 
captured but save your warheads for one 
of the two ETR Sulik craft. You’ll have to 
get pretty close as it can destroy your 
warheads with its turbo lasers; try 
taking out its shield first with your 
lasers then use your warheads. 


TIE experimentals are soft 


/ DESTROY IMPERIAL 
RESEARCH FACILITY 

Move in and take out the first line of TIE 
defenders with your wingmen, then dumb 
fire all your torpedoes at the main 
station, link ion and laser cannon for 
maximum fire rate and destroy the cargo 
hangers and the SRS Sardis. Destroying 
the cargo hangers fast will greatly 
reduce the amount of fighters in the 
area, but don’t get too close to the 
station as it has serious firepower as do 
the ETR transport (don’t pay too much 
attention to these). 


RAID PRODUCTION FACILITY 

The first thing you should do is take out 
the static defences around the station 
and engage any enemy fighters until the 
B-wings have the station disabled. Once 
in range of the cargo hangers CN Hgr 1 
and 2 order your wingmen to destroy 
them, they will go down very quickly if 
all squadrons attack at once. Finish off 
any remaining starfighters, once this is 
done you can inspect containers for 
bonus points while the Storm finishes its 
boarding operation. Escort the Storm to 
hyperspace, don’t engage the TIE- 
defenders on pain of death. 


KILL K’ARMYN VIRAXO 

This is a trap, inspect the YT-3000 
luxury yacht while destroying the 
fighters but there is no point lingering, 
target the nav buoy for the Liberty and 
use your turrets while heading back. The 
Andrasta will not get destroyed so don’t 
bother about It. 


DEFEND CR5 LIBERTY 

Immediately attack all enemy craft, 
knock them out as quickly as possible. 
Watch out for beta group as they are on 
a kamikaze attack against the Liberty. 
Also look out for the controller craft 
(ETR type craft), destroying this will 
greatiy improve your chances. 


Take that Imperial scum 














It’s good practice for the death star 


That’s Darth Vader’s ship 
you know, very flash 


You meet people in the strangest places 


Keep an eye on how long Aeron has left, 
this can be done by targeting her (the 0 
button for targeting primary objectives). 
Once she has about 30 seconds left 
head back to her and pick her up as fast 
as you can, then redirect all power to 
engines and head for the hyper buoy, 
ignoring the incoming TIEs. 


LIBERATE 5LAVE CONVOY 

This is a fairly simple mission. Inspect 
all the L/C KDT ships and disable all 
ships containing slaves. Start at the 
front of the convoy with KDT 1 and work 
your way down, disabling the appropriate 
ships along the way. (This is best done 
by firing one torpedo at a ship and then 
finishing it off with ion cannons.) There 
are five ships which need to be disabled 
and you can disable them all by yourself 
using your wingman to cover you. Once 
all ships have been inspected move on 
to defend Tango squadron, destroying all 
TIE fighters in your path until the 
mission is won. 


RENDEZVOUS WITH DEFECTOR 

Attack and destroy all the TIEs exiting 
the base, order your wingmen to cover 
you and make sure you don’t take 
excessive damage. Once all the TIEs 
have been destroyed turn your attention 
to the base and take out its shields but 
don’t use your torpedoes, you’ll need 
these later. Inspect the shuttles fleeing 
the base and escort the one with the 
defector in back to the Frigate 
Redemption through hyperspace. 

Once the shuttle has docked , you 
must defend it from the newly arrived 
Star Destroyer and Interdictor. Fire all 
torpedoes at the Interdictor and 
engage enemy starfighters. Watch out 
for the TIE bombers attacking the 
Redemption and don’t forget to reload 
at the Liberty if necessary. Once the 
Interdictor retreats the Liberty and 
Redemption can withdraw, but 
remember not to get too close to that 


Another job well done 


power to engines and avoid all TIEs 
when heading back to the hyper buoy. 


INVESTIGATE IMPERIAL 
COMMUNICATIONS ARRAY 

Take out any TIEs coming your way but 
stay with your wingmen and inspect the 
comm satellites as the other A-wing 
destroys the mines. If you shoot down 
the mines be sure not to hit the 
satellites. Once everything has been 
inspected wait for the Python to arrive. 
Engage the newly arrived TIEs especially 
the bomber, make sure you hit them 
before they can launch warheads. Wait 
till the Python is near its hyperspace 
point then disengage and return home, 
watch out for TIE bombers targeting you 
with missiles and use your wingmen to 


SUPPLY REBELS WITH 
WARHEADS 

Take out one of the three incoming ships 
with a torpedo then redirect all power to 
engines and inspect all the containers 
using the gun turrets to attack the 
enemy fighters at the same time. Forget 
about the gun emplacements, these can 
be taken out later. Once all containers 
have been Inspected seek protection 
from the three CTRNS Magnums and 
take out as many fighters as you can. 
Head for the hyper buoy once the 
Magnums are about to enter hyperspace. 


destroy them. 


Star Destroyer while fighting. 


RECON IMPERIAL RESEARCH 
FACILITY 

Follow your flight lead and attack their 
targets namely the static defences, 
destroying any fighters targeting you. 
Once you have despatched a large 
number of fighters and the com 
satellites inspect the research facility, 
a Star Destroyer will appear - don’t 
worry about this, you will be asked to 
destroy the station. Find the hatch 
marked by a red cross located in the 
middle of the station and destroy it. 
Enter the reactor core and shoot the 
central column, this will destroy the 
station. Leave promptly. Redirect all 


PLANT LISTENING DEVICE 

The satellite Aeron is going to plant the 
bugging device on is “Sat/1 unknown 
24/1”, don’t bother with the others, 
take out all eight mines surrounding 
this satellite and inspect it. Once this 
is done Aeron will exit the ship and 
begin to plant the listening device. 

Once the enemy transport arrives head 
to it and fire any missiles at it, if you’re 
lucky you may take out some of the 
Zero G stormtroopers. 

Focus on the stormtroopers attacking 
Aeron and the satellite, not Omega 
squadron who is after you. Make sure 
none of the stormtroopers get too close. 


5CRAMBLE 

Once out of hyperspace immediately 
redirect all power to engines and chase 
the shuttle, link your missile firing and 
fire two pairs of missiles at the AA-23 as 
soon as possible. A couple of shots from 
your laser will knock his hull under 50 
per cent at which point he will surrender 
himself. Once this is done target the 
homing mines and destroy them, use 
your wingman to help as they are tricky 
to hit, then move onto the gunboats. 
Watch out for TIE bombers entering the 
area and take these down as quickly as 
possible. Then focus your attacks on 
ships engaging the Storm transport. 
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You should turn and run in 
a situation like this 


Some bases have a lot of firepower 


Victory class star destroyer Hunter. 
Once the shields are out on 
the Interdictor it will 
withdraw and the 
Outrider will enter 
hyperspace. 


than one container to 
inspect, fly past these 
while continually pressing 
the 0 button and you will 
inspect all the ships In no 
time. Don’t forget to 
swerve and roll constantly 
to dodge laser fire and order 
your wingman to cover you, 
return to the Liberty once finished, 


SHIPMENT TO MINING COLONY 

This is a very tough mission and to be 
victorious it is Imperative you keep on 
top of the situation by constantly 
referring to the map and making proper 
use of your wingmen. Once you have 
entered Viraxxo space destroy the 
system patrol craft then engage and 
destroy the razor fighters whilst the 
convoy of Azzameen ships makes its way 
to the cargo. 

Never stay too far from your objective 
crafts using your security force ships to 
protect lifters out of your range. 
Remember to use your map to find 
enemy craft attacking ships and order 
your wingmen in. 

Watch out for the Marauder Corvette 
Charydbis, it can Inflict serious damage 
on your ships. Attack it from behind, 
flying at the same angle it does. Use 
your gun turrets to distract other ships 
targeting you while you concentrate fire 
at this ship, hopefully you will distract 
enough fire from the Charydbis to allow 
your convoy to escape. 

Enter hyperspace as soon as all 
objective craft have left the area. Once 
at the delivery station order any 
remaining security force craft to engage 
the four Black Sun fighters while your 
shields recharge, evade these craft as 
best as you can. 

A good tip is to fly perpendicular to 
them and use your gun turrets to shoot 
them down remaining a safe distance 
from them. Remember to drop Aeron off 
at the space station. 


The Otana 
docks at the 
old family 
base 


ABANDON REBEL 
BASE AT KOTHLIS 

This is another tough 
mission. The G/2 
Sentinel space station gets 
destroyed straight away, but 
don’t worry about this. Engage and 
destroy as many TIEs as you can, you 
need to protect your wingmen. Watch 
out for the ATR Talon assault transports, 
take these out by dumb firing torpedoes 
at close range and don’t let them get 
too close to the CRV-Razor. Once the 
first two ATRs have been destroyed the 
Razor should make it to hyperspace but 
keep an eye out for others. 

Once the Razor has entered 
hyperspace, keep on at the endless task 
of destroying TIEs and supporting your 
wingmen until the Liberty escapes, by 
this time you will be the only friendly 
starfighter left. If needs must redirect all 
power to engines and enter hyperspace 
before the Liberty, although this way the 
Liberty may be destroyed and the 
mission will be a failure. 


MINING COLONY UNDER 5IEGE: 
RESCUE AERON 

Target the Vargesso space and head 
towards it, don’t bother dropping shield 
or laser recharge rate. Engage incoming 
TIEs with the bottom turret and knock 
out any incoming warheads too, don’t 
change your course for anything, but hit 
as many craft targeting you as much as 
you can. 

When In range dock with the Vargesso 
Station and set shield and laser 
recharge to maximum, attack any enemy 
ships with your top turret and redirect as 
much laser power as you can to you 
shields if needed. Make sure the 
docking operation Is finished by looking 
at the mission objectives MFD, then 
redirect all power to engines and head 
back the way you came, going out of the 
way to avoid TIEs and using the 
automatic turret to deflect the nearest 
enemy craft. The nav buoy is located 
just past the Super Star Destroyer, 
dodge and weave to avoid its fire. 


PROTECT IMPERIAL COMPUTER 

Initially destroy the Gunboats as these 
are sluggish and slow so will not pose 
too much of a threat. Once the Star 
Destroyer Avenger enters the area 
engage the TIEs ordering your wingmen 
to attack your targets. The Razor will be 
boarded but will fire an escape pod, 
protect this from a TIE fighter group 
(Beta) until it docks with the Mercury 
then draw fire away from the mercury 
until It enters hyperspace. In the next 


CAPTURE THE FREIGHTER 
5UPR05A 

This is your big chance to impress Luke 
Skywalker, who flies Red 1, obviously. 
The first part Is simple, disable the 


RECONNAISSANCE OF IMPERIAL 
CONVOY 

This Is a simple mission compared to the 


1 

1 






1 Ships often have to dock 

... . . — ~ 




last one. As soon you leave hyperspace Suprosa with ion cannons then escort area the Super Star Destroyer Executor 


redirect all power to engines and head the Outrider through hyperspace. Once turns up, engage TIE bombers and try to 


for the nearest objective (hit the 0 key), 
don’t bother with any Incoming missiles 
Just use your countermeasures when one 
is fired. Some cargo ships have more 


you have been pulled out of hyperspace 
don't concern yourself with the enemy 
fighters, Just engage the Interdictor 
Claw with your wingmen and avoid the 


use wingmen to cover you, if you have 
any left. The pod should make it but be 
wary about getting too close to the 
Executor and its massive firepower. 
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M.S 


Small starships 
hurt just as much 
as big starships 


Star Destroyers 
stay typically 
moody 


PROTECT ALLIANCE-SMUGGLER 
MEETING 

This is a fairly easy mission protecting 
the MUTR Saloon. When enemy ships 
come into range concentrate on the Y- 
wings and any other craft near the two 
docked ships. When the pirate ships 
have been destroyed the M-CRV Vulture 
will withdraw so don’t waste your time 
with this. Go on to engage the 
Gunboats and be quick to destroy any 
incoming missiles. The Imperials arrive 
too late to be of any threat, engage 
them at your discretion. 

ATTACK IMPERIAL CONVOY 

Target Xiy/T Unknown 35-1 and move 
toward it, as this is the first ship you 
should disable because it will make a 
run for it otherwise. As soon as the 
Hurrim become regarded as enemies 
use linked ion and laser cannon to 
eliminate all Hurrim fighters. Then make 
sure all convoy craft are disabled and 
inspected, most of this work will be 
done by your wingmen. Watch out for 
TIEs launching from the base after the 
Hurrim threat is eliminated, engage 
them and protect the rebel lifter moving 
containers out of the area. 

BREAK EMON GUT OF BRIG 

Do not attack the TIEs when you pick up 
the bomb which is located to the left of 



Sometimes you have to enter space stations 


Don’t get too close 

the space station named Pr/Tk Bebel 
Gas Co2, inspect them pick it up and 
head for the next hyper buoy. Drop off 
the bomb and wait for the tug to pick it 
up, when it explodes it will disable the 
gun turrets. Immediately destroy the two 
Gunboats then move on to the TIEs, 
don’t stay to far from the Dead Man’s 
Hand. Attack any craft attacking him 
and deter any craft attacking you using 
your automatic gun turret. 

PROTECT SMUGGLERS RETREAT 

The biggest problem in this mission is 
trying to stay alive, although this isn’t 
one of the objectives. Attack the 
Gunboats when you first enter, firing just 
in front and destroying their torpedoes 
causes collateral damage to them and 
limits damage to the base. Once your 
wingmen break off go with them and 
engage the TIEs. Make certain you use 
your wingmen to attack targets 
attacking you, otherwise it’ll be over 
very quickly. Watch out for any craft 
attacking the fleeing ships especially 
the TIE bombers and always attack in 
groups. Use Shift+A to assign targets to 
your wingmen. 

RESCUE SMUGGLERS 

This is a very tricky mission. Build up 
your shield strength from the start, 
even as you approach the shuttle 
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Interdictors always have to 
be taken out 


Merte. Stay very close to this shuttle 
all the time and don’t try and destroy 
any craft as it takes too long, just fire 
at them enough for them to break off 
their attack. They don’t travel very fast 
so you’ll only have to do this once for 
each ship. Watch out for incoming 
enemy craft and be smart about using 
your wingmen to attack craft which you 
won’t have time to handle. Be prepared 
to take a lot of damage. 

RECOVER FAMILY DATACQRE 

Quite a straightforward mission this 
one. Locate the datacore found in CN/K 
Storage 25 and drop Emkay off. A 
whole lot of T-wings will spoil the party, 
go and engage them with the Andrasta 
but be sure not to get Emkay 
destroyed. By the time Emkay has 
finished you should have destroyed all 
the T-wings. Go and pick him up and 
return to the Liberty. Dock with the 
Andrasta to complete the mission. 

ATTACK PIRATE BASE 

Follow Green squadron in attacking the 
static defences and engage any craft 
attacking you, as always in the B-wing 
link your ion and laser cannons for 
greatest effect. Once the static 
defences are down fire all torpedoes at 
the base and disable it with ion 
cannons. Only one shuttle exits the 
hangar, disable and inspect it. Defend 
the two ATRs from attack then escort 
them and the frigate back to 
hyperspace. Intercept all TIE bombers 
from the Imperial Star Destroyer. 



O' 

O' 
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Darth Vader’s garage 
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The Kessel Station is a trap 




boarding operation order in support 
from Rogue and go and help them out. 
Watch out for TIE bombers attacking 
the Tydirium, it’s best to attack them 
while they are exiting the hangar. 
Once the mission critical ship has 
entered hyperspace you should 
leave as well. 


MEET WITH BOTHAN DELEGATION 

This is another straightforward defensive 
mission. Attack the first wave of craft 
then help escort the shuttle Jade to the 
Liberty and defend it from any 
attacks. Once it is near the Liberty it 
will be protected from enemy ships 
by the Liberty’s considerable 
firepower. Return and help attack 
the Marauder Corvette and the other 
starfighters. Don’t forget to inspect 
the escape pod - don't let it reach 
hyperspace - and use your wingman to 
cover you while you do this. 


I ESCORT REBEL FLEET 

This is an extremely 
difficult mission for which 
JV you should create two 

power redirect presets, 
one to maximum laser and 
shield recharge and the 
other to minimum laser and 
shield recharge. 

This will help you in dogfighting 
and intercepting. Quickly engage enemy 
craft when they enter the area and 
watch out for any that get by, focus on 
the TIE bombers. Then watch out for the 
arrival of Gunboats, attack them as 
quickly as you can and use your 
wingman to attack other flight groups. 

Once you have completed the first 
phase of escorting reload at the liberty 
then move on to escort the 
Independence. Use missiles to hit 
targets while intercepting them 
especially focusing on the bombers. 

Finish off groups as quickly as you 
can and use the power presets to move 
faster to intercept the next groups. You 
can just finish this mission by the skin of 
your teeth, but it ain’t easy, be warned. 


LOCATE MERCENARY BA5E 

Dock with the Redhawk and set laser 
and shield recharge to maximum, go to 
the gun turrets and shoot at any 
attacking craft, cycle through the craft 
and only shoot at ones heading towards 
you. Once the docking operation is 
complete redirect all power to engines 
and head towards the hyper buoy. 

You’ll find yourself in the middle of an 
imperial firing range, you’re best off 
avoiding any craft until the hyper buoy 
can be calculated. Engage any TIEs with 
the gun turrets as you head towards the 
nav buoy. Don’t be surprised what you 
find when you come out of hyperspace. 


ships nearest the Star Destroyer. Then 
move on and fire all torpedoes at the 
Interdictor and engage it with lasers. 

It will eventually withdraw or can be 
destroyed. Order your wingmen to 
destroy any TIE bombers as these will 
go for the Bothan spies, you only need 
one Bothan ship to escape and this is 
usually the case. 


STEAL IMPERIAL SHUTTLE 

This is almost a stealth mission, apart 
from the fighting that is. Stay out off 
range of TIEs in all areas and at G/3 
customs head to travel about two clicks 
above the station, then head to the 
hyper buoy. Constantly target the 
nearest fighter and stay well away. 

In the second area move to the right 
to avoid the incoming TIEs then refer 
to the map and wait for the two 
squadrons of TIEs orbiting the station 
to pass each other. Move inside the 
station, still staying well out of the 


RAID MERCENARY BASE 

Fire all torpedoes at the Frigate Redhawk 
then move in and disable it. Defend the 
Storm from attack while it docks and 
engage any fighters around. Once the 
Otana goes to dock help to defend them 
and the bomb will be defused just in 
time. Finish off any remaining fighters. 


FAMILY REUNION 

Go and dock at the Kessel station - 
when you find out it’s a trap abort the 
boarding operation. Engage the TIEs 
making effective use of your turret and 
keep close to the station to minimise 
the risk of being hit. 


RE5CUE BOTHAN 5PIE5 


way of the TIEs. When the hyper buoy appears redirect 

Once inside the station, target and all power to engines and head for it. In 


Inspect all the ships in the area, the inspect the Tydirium then dock with the the next area head straight for the nav 

Bothan Spies can be found in the three station not with the Tydirium. After the buoy ignoring the fighters on the way. 
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THE REBEL STARFIGHTERS Y-WING, 


An old design that is starting to show its age 
against an increasingly sophisticated foe. It can 
carry up to 12 warheads making it ideal for 
strikes against space stations and large 
capital but don't count on it in a dogfight, 
it is just too slow. 


A-WING 


The fastest and most agile of rebel ships making it good 
for dogfighting and reconnaissance. Although it is 
let down by firepower and a weak hull. 


Z-95 HEADHUNTER 


Another ageing design, almost so old the Empire 
doesn't expect rebels to be still flying them. Slower, 
weaker and with less firepower than an X-Wing, 
this is a bad choice for combat. 


B-WING: 

The replacement for the Y-Wing. It has 
great firepower with triple ion and 
laser cannons and sports up to 16 . 

warheads it is the strike fighter 
of choice for any rebel pilot. 

Also has an amazingly strong 'y W 

hull and shields with a 
respectable top speed. 


YT-2000: 

Also know as the Otana. This ship 
isn't built for combat, it is slow and 

_dfflflf handles like a dog, it also has a god- 

^^awful shield recharge rate which verges on 
the ridiculous. On the other hand it is tough and 
gun turrets allow you to engage multiple targets. 


MILLENNIUM 

FALCON: 


X-WING , 


The mainstay of the 

/ Rebel fleet. It is fast, 
manoeuvrable and tough 
making it the best space 
superiority fighter outside 
the Imperial fleet. Quad 
lasers and a decent warhead 
load also make this a 
fantastically versatile multi-role 
fighter. 


A highly modified YT-1300, it 
might not be the fastest ships in 
the galaxy, not at sub-lightspeed 
anyway. Superb handling and a 
maximum warhead load of eight 
make this an excellent combat 
craft. The automatic gun turrets are 
superb and it is extremely resilient. 


PHASE i: BATTLE OF ENDOR 

This battle is quite easy; there are 160 
TIEs to destroy but the Millennium 
Falcon is an excellent craft to fly. Make 
extensive use of the gun turrets to 
attack craft and the TIEs will be downed 
in no time. 


PHASE 2: THAT THING'S 
OPERATIONAL! 

Again it’s quite simple - attack all TIEs 
and help other ships as they attack the 
SuperStar Destroyer. If you want to 
attack the Executor, hit its bridge 
section to disable it, although one ship 
isn’t that effective against it you’re 
better off defending the other strike 
ships. Stay away when the Executor 
goes down, it goes with a bang. 


The tunnel run is a 
very tight squeeze 


You’ve seen the film, you know what to do! 


stormtroopers as they come out of the 
tunnel. Move on to target the reactor 
core and use this to guide you. The 
Tunnels are tight and you have to roll 
the ship to avoid damaging the 
Millennium Falcon. 

Once at the reactor core target the 
power regulator and destroy this. Then 
target the reactor using the component 
toggle button (the , key) and fire all your 
missiles at it. Make a sharp exit and 
don’t forget you can shoot obstacles out 
of the way. Once you see the tunnel exit 
you have made it. Well done, the 
universe is now a safer place, p«g| 
until the next episode anyway. OS 


PHASE <1: DEATH STAR 
TUNNEL RUN 

This is it. To complete this your flying will 
have to be spot on, you cannot fly too 
slowly or the TIEs will eventually get you. 
You can shoot some pipes out of the way 
to give you more room to manoeuvre. 
Your first target is the laser power 
source, targeting this early will help you 
guide yourself through the tunnels, once 
this is destroyed with a few lasers shots 
go back the way you came. 

You will come across a laser turret in 
a very large room - destroy this and 
come to a halt to destroy the Zero G 


PHASE 3: THE SHIELD IS DOWN! 

Concentrate on taking yet more TIEs out 
- 128 to be exact - while others take 
down the ISDN Verement. Again use your 
turrets to good effect and concentrate 
on fighters targeting you, now is no the 
time to get destroyed. Once the star 
fighter screen has gone and the 
Verement has been destroyed, move on 
to the rally point as quickly as you can. 




Is the evil Silver giving you nightmares? 
Then this authoritative walkthrough should 


prove a soothing pre-slumber tonic 

T HIS is a long game. There are 17 pages of this 

walkthrough, and it doesn’t dawdle about, so the odds 
of you getting stuck somewhere in the game are pretty 
good. Of course all you need do is scan through, find the 
appropriate act and thus the solution to whatever difficulty 
you’ve stumbled across. We’re just too good to you lot, 
aren’t we? What do you mean, no? Enough idle banter, on 
with the walkthrough... 






He’s here to take 
all the women, 
now that’s really 
not on is it? 


Grab your sword 
and beat the hell 
out of your poor 
Grandpop 


Locate tee Galleon 


Verdante 

BETS TAKEN TO THE DOCKS 

After running down the stairs towards 
Grandad run over the bridge to the left of 
the screen. Go into David’s house, open 
the chest, grab the Short Sword and 
Wooden Shield. Equip the Short Sword 
and leave the house to practice against 
Grandad. Learn all the attacking moves, 
and then batter him! 

After Fuge has kidnapped Jennifer kill 
the two Grunts and leave via the bottom 
left of the screen. Kill all enemies on the 
scene. Leave scene at the bottom left 
and kill everyone on the next scene. 
George and Flo will come over and talk to 
you. After they have finished talking, leave 
the scene via the bottom. 

Verdante 

HAVEN TO FIND THE REBELS 

Leave this scene to the right to return to 
the entrance of the barracks. Kill all the 
Grunts and leave the scene to the right. 
Kill all enemies and talk to the food 
trader, when he says do you want to look 
etc, click on the tick. Once you have 
bought what you need leave the scene to 
the right. You will now enter an empty 
scene that has a bridge in the top right of 
the scene, leave via that exit. 

When at Haven’s Gate Grandad will tell 
you a short story and run through the 
gate, as he does so lots of Grunts will 
appear. Kill as many Grunts as you can, 
when Grandad shouts “Come on David” 
move the mouse cursor up to the top of 
the screen so a door icon appears and 
leave the scene. A scripted section will 


now trigger showing a Grunt getting fried 
by the Gate, after this leave the scene to 
upper right. 

Leave the scene to the left; a big 
scripted event will now trigger showing 
David and Grandad meeting the Duke. 

Haven oavio meets the 

DUKE 

After the Duke has finished talking, go 
over to John and Ben and talk to them; 
they should now teach you how to do the 
Web of Death move. Go up the scene and 
talk to Clay; Richard, his son, should 
come running over. When Richard returns 


to his training go over and talk to him. 
Pick up the Torch that is located below 
the campfire. 

Talk to William, after he has finished 
talking to you. Go over to Fat Bob and 
talk to him. When Sekune is doing target 
practice go over and talk to her. Leave 
the scene via the left ladder. 

Haven locate the 

TELESCOPE IN THE LIBRARY TO 
VIEW THE GALLEON 

Leave the scene to the right to go to the 
cave scene. Equip David with the Torch 
and enter the cave. A scripted scene 
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Their electricity bill must be through the roof 
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should trigger showing the Village Boy 
scaring David and Grandad, after a few 
words the Village Boy should run off. 

Then the Chronicler should appear. 

Leave the scene to the left. When 
outside the cave go across the Bridge to 
travel to the Library. Then outside the 
Library a short scripted scene will trigger 
showing Grandad telling David all about 
the Library, during this David will see two 
Red Imps and wonder what they are. After 
the two Red Imps have run away, they will 
close the door behind them, stopping the 
entry into the Library. 

To gain entry click just below Grandad 
to trigger yet another scripted scene. This 
will show Grandad attempt to shoulder 
barge the door down but not quite 
manage it. After the big wooden door has 
been smashed open by David they both 
walk into the Library on their own. When 
inside the Library you will see the 
Professor getting beaten up by a number 
of Red Imps. Kill all the imps, then he will 
talk to you. 

Afterwards leave the scene via the left 
flight of stairs. You should now see the 
Yellow Imp for the first time, he'll run off 
and send in the Red Imps. When all Imps 
are dead leave the scene via the bottom 
left exit. 

You’ll see the Yellow Imp again, who 
orders even more Red Imps to attack 
you. Kill them all and then leave the 
scene to the left. Again you will see the 
Yellow Imp order the Red Imps to attack 
you. Kill the imps. 

When all the Imps are dead leave the 
scene via the stairs towards the top left 
of the screen. When you enter the next 
scene you will come face to face with the 
Yellow Imp, as soon as he sees you he 
will scream and run off, followed by a Red 
Imp who drops some cheese for you to 
pick up. When they have run away kill the 
Red Imp who is standing on top of the 


chest. Then open it. After opening the 
chest leave the scene via the top middle 
of the screen. 

In the next scene you should be 
attacked by lots of flying imps, once you 
have discarded them all leave to the left. 
In the next scene a short scripted event 
will trigger showing the Red Imps chasing 
Professor Whittle into another room. 

After this leave the scene at the 
bottom right. Next you will see Whittle 
huddled up in a corner shaking and 
surrounded Imps. Kill them all and talk to 
Whittle. Once Whittle has told you about 
Terronus, leave via the up exit. 

When in the next scene leave by the 
right exit. In the next scene you will see 
two Red Imps on top of a bookcase - one 
of the Imps has a gold horn in his hands. 
Every time this Imp blows the horn more 
Red Imps appear. 

Kill the imp with the horn and all other 
remaining Imps so you can progress on 
the next scene. There you will see the 
Yellow Imp talk to the Shaman Imp when 
you attack him. The Shaman Imp should 
teleport the Yellow Imp to safety and run 
off. Once this has happened kill all the 
Imps to catch up with him. Once all Imps 
are dead open the chest and leave the 
scene via the upper right exit. 

When you enter the next scene you will 
see the Yellow Imp run off to the right to 


escape from you. After he’s gone open 
the chest, pick up all the food and leave 
the scene to the right. You will now catch 
up with the Yellow Imp, he will tell you 
about his secret treasure trove, then the 
Red imps start on him. Protect the Yellow 
Imp by defeating all the Red Imps. 

After all the Red Imps have been killed 
the Yellow imp will ask you to follow him. 
Watch where he goes and follow him into 
his secret hiding place to the left of the 
scene. When in the secret place he will 
tell you to kill two Guard Imps; do so and 
then leave the scene via the left exit. 

The Yellow Imp will now befriend you by 
shouting at you, picking up the potion and 
running off. Grandad will say a few words 
about the incident. Open the chest to the 
left; kill all the Imps that appear, pick up 
all the available items and save your 
game via the chronicler. Leave the scene 
by the down exit, when on the next scene 
go up the stairs to leave from there. 

When you enter the next scene you will 
see the Yellow Imp drink the potion, after 
that he will begin to grow massively. Kill 
the giant Yellow Imp and then leave the 
scene via the up exit that is located at 
the top of the stairs. 

In the next scene you will meet 
Terronus, a scripted event will trigger 
showing Terronus zap three Red Imps. 
After the death of the Imps David will 



> 
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automatically start to talk to Terronus 
about the Telescope. Terronus will ask 
you to follow him, leave the scene to the 
left up the stairs. Terronus will now ask 
you to look in the chest. After that open 
the chest and pick up the Ice Wand, 
Terronus will create a teleporter for you to 
use. Leave by walking into the teleporter. 

A big scripted event should trigger 
showing Grandad having a fight with Fuge, 
in which he dies. After the death of 
Grandad, Fuge will want a fight with you; 
instead of giving him one and leave the 
scene to the right. 

You will now talk to Terronus. After 
speaking to him leave the scene to the 
right. Now you’re in a room you have 
visited before, but you are now up high on 
a ledge that you couldn’t previously get 
to. Pick up the magic potion and leave 
the scene the way you entered. 

When you are back on the scene where 
you had a talk with Terronus about 
Grandad leave it by the upper left exit. 

You will now enter a scene that has 


numerous Red Imps. If you kill two 
of the Imps an Imp with a golden horn 
will appear. If he blows this horn more 
Imps will come running on to the scene. 
Kill all the imps and leave to the right. 

The next scene you enter you will see 
an Imp with a horn come running on, 
again kill all the summoned Imps and 
leave to the right. The next scene has 
got a chest in it that is protected by a 
Guard Imp. Kill all the Imps, open the 
chest, pick up the items and leave the 
scene to the left. Leave the next scene 
by the upper exit. 

When you enter the scene with the 
fountain in it, leave by the left exit. In the 
next scene you enter you will be 
positioned at the top of a big flight of 
stairs, kill all the Imps that are 
located in the scene and 
leave via the right exit. 

Terronus will now tell you that you are 
at the lift that takes you to the Secret 
Caves. Leave the scene by walking onto 
the lift (top right). 

Gno - THE 5ECRET CAVES 

When you get to the bottom of the lift you 
will see two Red Imps that come running 
out of the boiler, after they have left the 
scene enter the boiler. When inside you’ll 
meet the Janitor, after a brief chat he will 
give you a Silver Key; take it and leave to 


So it’s a fight you’ll be wanting then, eh? 

the right. Leave the next section to the 
left to enter the caves. 

Kill all the Golems you encounter on 
the scene and leave via the exit that is 
located at the bottom. You will now enter 
a room that has about five Golems in it, 
kill them and they should be regenerated 
by an Invisible Shaman. When all the 
Golems and the Imp have been killed 
leave the scene to the right. 

A set script will play, after that Buzuki 
will butt in and introduce himself. Fie will 
tell you about his room but unfortunately 
he has lost the key. Use the Silver Key to 
open his room and enter it. 

When inside Buzuki’s room pick up all 
the items, then leave the way you came. 
After picking up all the potions leave 
Buzuki’s room to the left. You’ll now be in 
the room which had the Invisible Shaman 
in it, leave this room to the left. Now kill 
all the Golems and leave the scene via 
the exit that is located at the bottom. 

Kill all the Golems and you will notice a 
Chronicler appear, save your game and 
exit the scene. You now have to do battle 
with the Demon Imp and to kill him you 
must fire the Ice Wand at him when he is 
out of breath. 

If you fire the Catapult at the Demon 
he should laugh. When the Demon is 
laughing he can be hit with the Ice Wand. 
When the Demon Imp is killed, David’s 
skill level goes up to Level 2, the Duke 
etc should also appear. After a brief chat 
David and crew should leave the scene 
and appear back at the telescope. 

When at the telescope you need to hit 
the switch to activate it, when this is 
done David should run over to the 
telescope, sit in the seat and view where 
the Galleon is going. You should now see 
a short cut scene showing the Galleon 
travelling to Rain. After the brief chat 
David and crew will return back to the 
rebels base to plan their attack on Rain. 



David’s glad he remembered his thermal undies 
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Storm on 


Rain - david is paired with 

SEKUNE 

When you arrive at Rain you will be 
paired off with Sekune, when everyone 
has a partner leave the scene to the left 
to enter the city. When in Rain you will 
see numerous Grunts with Broad 
Swords, kill them. When they are all 
dead pick up all the items, especially the 


Broad Sword (when you pick this up 
equip it straight away). 

A Chronicler will appear after they’ve 
been killed, save your game. Now leave 
the scene to the bottom right. This scene 
looks like a T-junction, kill all the Grunts 
and leave the scene via the top exit. 

The next scene has a bridge right 
across the middle. Kill all the enemies 
and leave via the bottom exit. Now you’ll 


Rain 


see a wooden door that is closed, kill all 
the enemies on this bit. Return back to 
the T-junction scene and when you’re 
there leave the scene via the right exit. 

The next scene should have a Rebel on 
the floor injured, when you go over to him 
he will be killed. Numerous enemies 
should then appear and you need to kill 
them all. Return back to the T-junction 
and leave via the bottom left exit. You will 




Haven 

On your return from Rain Frink will turn up 
and tell you that Buzuki wants to see you 
and you'll go through a scripted sequence 
at the temple. When inside the Temple 
the Oracle will appear and answer four 
questions for you, he will also tell you the 
location of the first orb, which is at 
Othias’ Tower. The oracle gives you a 
Magic Horn to enter the tower. 

After you have seen the Oracle the 
Duke will give you a map, so you can 
travel to various destinations more 
quickly. After this he will return back to 
the Rebel Base. After getting the map talk 
to Buzuki, he will tell you to go to Rain. 
Sekune should now appear and offer you 
her services. 

Now that Sekune is a permanent 
member of your team use the map to 
travel to Othias’ Tower. When you get 
there click on the exit that is sealed by 
the magic effect. David should now run 
over the bridge to the entrance of Othias 
Tower and blow the Magic Horn, you'll 


lose the horn but the magic will be 
dispelled. Leave via the left exit. 

When you're inside the Tower Othias 
is not impressed with David and starts 
to attack with Fire magic. But David 
persuades him that he's OK and Othias 
gives him the Fire Orb as well as letting 
him open his chests. Pick up the Fire 


Orb and leave the scene down the 
stairs. On the next section kill the Imps 
to get the money. 

Verdante 

VIVIEN* 

When at the barracks leave the scene to 
the left to travel back to David's house. 



These pillocks don’t 
seem to want to let 
you into the pub 

It's just like 
your local on a 
Friday night 
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Walkthrough 



Looks like there’s no way through here. Or is there? 


now enter a scene that sees a battle 
going on between the rebels and the 
Grunts, unfortunately the rebels die so 
you have to take over to finish the job. 

Kill all the enemies and leave the scene 
via the upper left exit. 

Now you should be able to see the 
underside of an arch towards the bottom 
section of the scene. Kill all the enemies 
and leave via the bottom exit. You should 


now see two arches in the background, 
kill all the enemies and leave via the 
bottom right exit. 

The next scene should look like the 
road is in an S shape. Kill all the enemies 
and leave via the upper right exit. Then 
you will see an archway in the distance 
with a set of stairs leading up to the top 
of it. Kill all the enemies and leave via 
the exit under the archway. The next 




Another big 
scrap unfurls 

Lots of tree type creatures will appear, kill 
them all and leave the scene to the right. 
You will now be at a stream running along 
the bottom of the screen, kill all the 
enemies and leave the scene via the 
upper exit. 

Now you enter a scene with a log 
bridge in it, you should see two Grunts 
run along the bridge and leave to the left. 
David will now talk about Vivienne and 
hope that she is OK. Kill all the enemies 
on this scene and leave via the right exit. 

You will now be at a house on top of a 
cliff, with water in the background. Kill all 
the enemies and enter the house. A 
scripted scene will trigger. After this 
Vivienne goes on to say that her sister 
has been kidnapped. After she tells you 
her troubles you should leave the house. 



Watch out for this chap who turns 
into some sort of huge monster 


followed by Vivienne asking if she can 
join you. When she asks this, highlight 
her portrait and click on the tick box. 
When Vivienne joins your team she 
should already be equipped with the 
Broad Sword. 

Now that Vivienne is in your party leave 
the scene to the left. When at the log 
bridge leave it via the left exit. You will 
now meet the Mayor of Rain, go over and 
talk to him with David. The Mayor should 
start ranting and order his guards to 
attack you. Kill all the guards and pick up 
the City Key that the Mayor drops. Leave 
via the upper left exit. 

You should now enter a scene that 
resembles a big crater; the heroes should 
have a quick chat telling the story of how 
the crater got there. Then lots of Fire 


scene you enter will be a T-junction again, 
but facing a different way with a set of 
stairs coming off it. Kill all the enemies 
and leave via the bottom right exit. Now 
you’ll be in a dead end with a big wooden 
door. Kill all the enemies and leave the 
way you entered. 

Back at the T-junction scene with the 
stairs, exit via the left. You will now 
enter a long straight scene, which 
shows Othias’ Tower in the distance. Kill 
all the enemies and leave via the 
bottom exit. 

The next scene shows a Portcullis 
that is closed and a bell hanging from a 
building to the right. Leave, but you will 
need to come back later. Return to the 
T-junction with the stairs and leave via 
the stair exit. Now you’ll be at a 
crossroad, kill all the enemies and exit 
to the bottom. 

This scene should show an old lady 
called Edith being harassed by Grunts, kill 
all the enemies and talk to Flo with David. 
After a brief chat she will give you a Teddy 
Bear, pick it up and exit left. 

You will now return to the crossroad 
scene, leave this via the central right 
exit. The next scene will have a tree in 
it, kill all the enemies and leave via the 
upper left exit. You will finally meet up 
again with the Duke and the rest of the 
Rebels at Othias’ Tower. William will 
rant, after he has finished everyone will 
leave the scene by their own accord via 
the bottom right exit. 




Sprites 

should appear, 
kill all these 
and leave via the 
left exit. 

In the next 
scene you will battle 
against a Giant Fire 
Sprite, kill this by 
using any ice weapon. 

Killing him increases 
your hero skill level by 
one. A Chronicler 
should also appear. 

Leave the scene 
via the upper 
exit. You will 
now enter a 
scene that has a 
big burning tree in it. 

Rain 

RAM 

Use the Map and travel back 
to the Rebel’s base. When 
you're at the bottom of the base 
leave the scene to the right. At 
the cave entrance leave via the 
upper exit. You will now be at 
Haven Gate, leave this scene via 
the bottom left exit to enter 
Rain. When outside the City 
of Rain enter it via the left. 
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You will now be inside Rain, leave via the 
bottom right exit. You will be on a scene 
that has a T-junction in it, leave via the 
upper exit. The next scene should have a 
bridge in the middle, leave via the bottom 
exit. 

You will come to a scene that has a 
closed wooden door in it, click on it to 
open. Go through the door. You should 
now be at a set of steps leading up to the 
top of the bridge. Kill all enemies and 
leave by the upper left exit. Now you’re 
in a dark and gloomy alley, to the left 
should be a big wooden door that is 
slightly ajar, there should also be a set of 


stairs towards the bottom right. Kill all 
the enemies and leave via the bottom 
right exit. 

Now you should see a big flight of 
stairs to the left of the screen and a row 
of houses stretching over to the right. Kill 
all enemies and leave via the right hand 
exit. The next scene is just another row of 
houses, but one of them has an archway 
below it, kill all the enemies here (one 
should drop the Cleaver Special). 

When you enter the next scene you 
should see a flight of stairs over to the 
left. Kill all the enemies and leave via 
the bottom exit. In the next section 


again kill all the enemies and then leave 
via the right exit. You should now be 
outside the Tavern, click on the entrance 
to the Tavern and some Pirates should 
pick a fight with you. Kill them and enter 
the Tavern. 

Rain - lets get pissedi 

There are numerous people you can talk 
to in the Tavern. First of all go over to 
Albert and talk to him with David. After 
a while he will ask if you want to buy 
some information from him for 30 gold 
pieces, say yes. Talk to Albert again to 
get the info. Now go over to Randalf and 



The Messenger 





David and chums hack and slash their way through the swamps 


Haven - the messenger 

Use the Map to travel to the Rebel’s 
Base, when you’re there a Messenger will 
come over and start talking to you. He 
will tell you that Professor 
Velding wants to meet you 
at the Library entrance. 

Use the Map to travel 
to the Library 
entrance, when 
you get there you 
will see Velding 
and Whittle 
talking to each 
other, make 
David go over 
and talk to them 
both. 

Velding should 
tell you about 
Spires and that the 
Orb of Healing is there, 
unfortunately Spires has 
been submerged underwater so 
you need to use Thadeus’ Bathoscape to 


get there. Once you have been told 
all the relevant information use the 
map to travel to Othias’ Tower. 

Leave the Tower scene by the lower 
right exit. You will now enter an area that 
has a tree in it, leave this scene via the 
bottom left exit. Now you’re in a place 


that has a set of stairs leading down to 
the left, leave via these stairs. 

The next scene sort of looks like a T- 
junction with stairs connected to it, leave 
via the middle left exit. You will now enter 
a long straight bit, which shows Othias’ 
Tower in the distance. Kill all the enemies 
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talk to him with David, he will ask you if 
you want to buy a Fire Sword for 100 gold 
pieces, say yes. After buying the Fire 
Sword Randalf should go to the bar to buy 
a drink. 

Go over to Jonah and talk to him with 
David, he will ask you if you wan to buy a 
Cursed Doubloon for 30 gold pieces, say 
yes. Talk to Mildew the landlord as many 
times as you can. He should tell you to 
get out of his Tavern, don’t listen to him. 

Go over to Jug and talk to him with 
David, when you do so a fight will erupt. 
After the fight Jug will ask if he can join 
you, highlight his portrait and click on 


Sekune's portrait to remove her from the 
team, when this has been done click on 
the tick to confirm team selection. David 
should now tell Sekune to return back to 
the Rebel’s base. When you leave the 
Tavern Jug should be equipped with the 
battle-axe. Outside the Tavern kill all the 
enemies and use the map to travel to 
the Oracle. 

Winter -ON YOUR WAY TO 
Kill ANGUS 

From the Temple of the Oracle scene 
leave via the bottom exit. You will now be 
at another Haven’s Gate, in the distance 



Now that is one seriously big door 


and leave via the bottom exit. Then you’re 
at a Portcullis that is closed with a bell 
near it. Highlight David and make him ring 
the bell three times - pause - ring bell 
two times - pause - ring bell once, just 
like Albert told you. If you do this 
correctly the Portcullis should open, 
followed by a Chronicler appearing. Save 
your game. 

Rain - ask thaddeus 

Go through the exit to enter Lower 
Scummy Rain, you will now be at a T- 
junction, kill all the enemies and leave via 
the bottom left exit. Next you will see 
Albert in an alleyway, make David talk to 
him again and you will find that he wants 
to sell you some Silver, buy some from 
him. Leave via the right hand exit. You will 


now see a building behind you and a man 
keeled over on the floor; some scripting 
will trigger which shows the man turn into 
a Werewolf. Kill the Werewolf and leave 
via the upper right exit. 

Next up is the place, which has a sign 
of a skull on a building over to the left, 
kill all the enemies here, and leave via 
the left exit. You will now meet the 
Boatman, talk to him with David, he 
should say he will take you to Thaddeus 
so say yes and pay the fare. 

A scripted event will trigger, which 
shows David reciting the Incantation, after 
David has finished speaking Thaddeus 
should appear. After telling Thaddeus 
about your problems, he will give you the 
Bathoscape. Click on the Bathoscape so 
you can enter Spires. 

Spires something 

SMELLS A BIT FISHY 

After you have clicked on the Bathoscape 
a short cut scene will play and you enter 
Spires. You’ll be presented with an 
animation that shows the Air Lock 
opening. Kill all the enemies and leave 
via the left exit. 

Then you enter an area with two flights 
of stairs in it, both lead to exactly the 
same place - a bag of money. Kill all the 
enemies there and leave via the bottom 
exit. You will now enter a hall that has 
four columns in front of the door, kill all 


you should be able to see Glass's Palace, 
leave through the gates to enter Winter. 

You should now be on a bridge that has 
a locked Turret at the end of it. Kill all the 
enemies and open the Turret door with 
the Steel Key. when the Steel Key is used 
it should disappear from your inventory. 

Kill the three remaining enemies and 
leave to the right. The next scene has 
another bridge in it leading to some 
stairs, there is also a cave at the bottom 
right. Kill all the enemies here. One of 
the enemies should drop a battle-axe. 
Save your game via the Chronicler and 
enter the cave. 

Now you're in the mouth of the cave, 
kill all the enemies in the scene and 
leave via the bottom exit. The next 
scene should be an ice chamber with 
lots of ice structures hanging from the 
roof. Kill all the enemies and leave via 
the right exit. 

Next you’ll be at the top of a big flight 
of stairs, to the right should be a carving 
of a face in an ice wall. Kill all the 
enemies and make David open the 
wooden doors at the bottom of the 
screen. When these doors open Angus will 
appear, to kill him you have to use fire. 

Go through the wooden doors to enter 
the ice tomb, in there you should see the 
Ice Orb floating above the Tomb. Click on 
the Ice Orb and a scripted event will 
trigger. Once you have the Orb save the 
game when the chronicler appears. 


the enemies and leave via the bottom 
exit. Next is a corridor with numerous 
alcove arches in it, kill all the enemies 
and leave via the left exit. 

The next scene you enter will be viewed 
from an almost overhead angle. At the 
top of the screen is a big wooden door. 
When you kill all the guards in this room 
a Chronicler will appear, save your game 
and leave via the left exit. 

You should now enter a circular looking 
room with a balcony in it, kill all the 
enemies here and open the chest to 
receive the Infernum Extingure. Leave via 
the bottom exit. You’ll now be in a place 
with a chest in it; there should also be 
some running water dripping from the 
roof. Open the chest, kill all the enemies 
and pick up all the goodies. 

Return to the area where the big 
wooden door is and open the chest to 
receive the Long Sword. Leave via the up 
exit, which is through the big wooden 
doors. You will now meet Jag who has the 
Orb of Healing, after a bit of slagging off 
from him, David will try and catch Jag’s 
attention by telling him to turn around. Jag 
will not take David on and consequently 
gets killed by the Aqua Dragon. 

Pick up the Orb of Healing and kill the 
Dragon by whatever means possible (its 
weak spot is its belly so hit it from 
underneath). When the Dragon is dead a 
Chronicler should appear. Save your game. 


o 

o 

o 
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A nice welcoming 
committee when you 
make it into Glass' 
Palace 








Verdante 


Use the Map to travel to Firetree. Once 
there move the mouse cursor over the fire 
and click the left mouse button to use the 
Infernum Extingure. When the fire has 
died down Frink should appear and tell 
you that Buzuki wants you to see him at 
the Temple of the Oracle. 

Use the Map to travel back to the 
Oracle, once there talk to Buzuki with 
David. Buzuki should tell you that his 
potions are now more powerful and he 
also has two new potions available. When 
you’ve finished talking to Buzuki return 
back to the Firetree via the map. Once 
there leave the scene via the up exit. 

You're now in the Swamps. The first 
scene should look like an upside down Y, 
with a bag of money in the middle of the 
screen. Try and pick the money up and 
lots of enemies will appear. Kill them and 
leave to the left. 

You will be in a scene just stretches off 
to the left. Pick up the money bag, kill all 
the enemies and leave the scene to the 
left. You will now meet the Tarrasque, kill 
the Tarrasque by whatever means 
possible (the Tarrasque is vulnerable 
when particle effects come from him). 
When the Tarrasque is dead open the 
chest and take the Lightning Staff and 
the Bronze Key. The Chronicler should 
also appear. Pick up the items and save 
your game. 

Now return back to the scene that 
looks like an upside down Y and leave to 
the right. You will now enter an area with 


Watch out for the hail of icicle jobbies 
coming down when Draco stomps 

a chicken leg on the floor, kill 
all the enemies and leave via 
the left exit. 

The next scene you enter will 
have a set of steps in it that has 
two torches each side, there is 
also a Swamp Gimp running around with 
a Long Bow. Kill all the enemies, pick up 
the Long Bow and leave via the left exit. 


Verdante 


the 

enemies 
again and 
leave via the 
right hand exit. 

In the next 
scene you enter you 
will be positioned 
outside the monastery 
entrance, kill all the enemies 
and leave to the right. You will now 
be in a place with an over-turned cart 
and a chest in it. Open the chest and 
you should receive another Long 
Sword. Once you have picked all the 
goodies up leave to the left and return 
to the monastery entrance. 

Enter the monastery and a scripted 
scene takes place. Storm onto the 
scene and kill all the enemies. The 
Mystical Monk should drop the Scythe 
Special. Leave to the left and kill all the 
enemies located here, once they are 
dead leave via the upper right exit. This 
will take you to a Meditating Monk. If 


You will now see the monastery in the 
distance. You will also meet Cagen here, 
after a brief chat about the monk, Cagen 
will ask if he can join you on your quest, 
deselect Vivienne and put Cagen into the 
team. Vivienne should then be told to 
return to the Rebel's base. 

Once Vivienne has left, leave via the 
bridge exit. You should now be at a bridge 
positioned at a slight angle, kill all the 
enemies here and leave via the top left 
exit. You will enter a place with a small 
water fountain hanging from a wail, kill all 


If there’s one thing Silver gives 
you it’s a sense of scale 
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We 


eather 


Winter - TO GLASS' PALACE 

Use the map to travel to Turret, once 
there leave via the right exit. You will now 
enter a scene with another bridge on it; 
there is also a cave to the bottom right, 
leave via top left exit. The next area you 
enter has a flight of stairs at the end of 
it, kill all the enemies and leave via the 
upper exit. 

You will now enter a scene that has 
numerous flights of stairs in it, kill all the 
enemies and leave directly to your right 
(not through the cave exit that is located 
at the right side of the screen). 

You will now enter an area with two 
chests in it, open both the chests and kill 
all the enemies then leave via the upper 
exit. You will now be back on the scene 
that has lots of stairs in it, leave via the 
right cave exit. 

You will enter an area that has another 
cave exit in it, here you’ll see lots of blue 
Wampas; enter via the cave exit. Kill all 
the enemies and leave via the cave exit. 
You will now enter a scene that has a 
giant bridge on it and a flight of stairs 
leading up to the top. You should be 
positioned at the bottom in the 
wilderness section, kill all the enemies 
and leave via the right hand exit at the 
top of the bridge. 

The next area is another bridge, with 
Viking Sentries marching up and down, 
kill all the enemies here and leave via the 
right side exit. 

You should now be outside the 
entrance to Glass’s Palace, kill all the 
enemies and a Chronicler should appear. 
Save your game. You now need to use the 
bronze key on the giant wooden door that 
leads into Glass’ Palace. 




Don’t those pesky archers just do your head in? 


It’s certainly a grand house, 
I’ll give her that 

Verdante 


Once you have saved your 
game use the map to 
travel back to the 
barracks and once there 
leave the scene to the 
left. You will now be 
outside the barracks, 
leave this via the up exit 
to take you back to 
David's house. 

When at David’s 
house, leave via the right hand side exit. 
You will now be at a location with a 
stream running along the bottom, leave 
via the right exit. The next scene you 
enter will resemble a T-junction, from the 
exit in the middle of the screen you 
should be able to see a Mushroom Ring 
in the distance, kill all the enemies and 
leave to the right. 

You will now enter an area which has a 
waterfall in it, kill all the enemies here 
and leave via the upper right exit. Next up 
is the location with the water mill in it 
and, because you have never been here 
before, one of your heroes should say 
“Silver will pay for Rueben's death". Use 
the wooden key to open the mill door. 

When you enter the Mill a scripted 
event should trigger which shows your 
heroes meeting Chiaro. Chiaro will ask if 
he can join you on your quest. When he 
asks this click on the cross to say no, 
when this is done David should tell Chiaro 
to return to the Rebel’s base to inform 
the Duke of Rueben's death. 

After Chiaro has left, leave via the 
stairs. This should now take you to a 
room, which has a chest in it as well as 
a water wheel, use David to open the 
chest. When you do this you should find 
the Lightning Orb. 


for Class 


Now that's one hell of a huge weapon 
David’s got (stop tittering at the back) 


you talk to the monk with David he will 
say he needs a question that he can 
ponder on. Use the map to travel back 
to the library. When you get there you 
should see Professor Whittle, talk to him 
with David, because after killing the 
Demon Imp he should just say 
hello and give David the 
Question of Life Scroll. 

Travel back to the monastery via the 
map and return to the Meditating Monk, 
talk to the monk with David and he 
should give you an Ethereal Potion. As 
soon as the potion has been given to 
David he should become invisible and 
teleport to the gallery where Rueben had 
his exhibition. 

Once at the gallery leave by entering 
the building by the main entrance; you 
should now enter into the inside of the 
Gallery. When inside you should see 
Rueben get killed by Silver with an electric 
blast, once he is dead a wooden key 
should be dropped on the floor and Silver 
should leave via the flight of stairs. 

Make David pick up the wooden key 
and he should instantly leave the scene 
and return back to the monastery where 
the Meditating Monk is. Once there a 
scripted event should trigger followed by 
the Chronicler appearing, save your game. 
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All the treasure you can carry. Well, an apple and a couple of loaves anyway 


Winter 

DRACO 


THE DEATH OF 


When you enter Glass’ Palace, you should 
be in an area that has two sets of stairs 
leading to the same platform. Kill all the 
enemies and leave via the upper right 
exit. You’ll now be in a long corridor that 
has two doors at the end, when you kill 
all the enemies here you should receive a 
War Hammer. Once you have picked it up 
leave via the left door. 

The next scene you enter should take 
you to another corridor that is on a slight 
diagonal right angle, kill all the enemies 
and leave via the upper right exit. You 
should now enter a square room that is 
viewed from a slight overhead angle. 

There will be three enemies looking out of 
the window, kill them and leave via the 
left exit. 

Now you’re in a corridor viewed from a 
diagonal left angle, kill all the enemies 
and leave via the upper left exit not the 
door. The next corridor you enter should 
go vertically up the middle of the screen, 
kill all the enemies here and leave via the 
upper exit. 

You will now enter a scene that has a 
circle pit in it with a banister around it, 
kill all the enemies and leave via the left 
exit. You now enter another room that has 
a similar pit in it, there should also be a 
flight of stairs to the left, kill all the 
enemies again and leave via the left exit. 
In the next area is Draco, who you need 
to kill by whatever means possible. Leave 
via the upper left exit. 

You should now be outside the Palace 
and a small bridge that leads to a small 
tower. Inside this tower is the Barracks’ 
Key and the Earth Orb, once you have 
picked these items up a Chronicler 
should appear. After you have saved your 
game, return to the scene where you 


killed Draco. Once there leave via the 
bottom right exit, this should take you to 
a secret corridor that has two chests in 
it. Open the chests, one should attack 
you and the other should give you the 
jewelled key. 

Pick up the goods and leave the way 
you entered, this should take you back 
to the scene where you fought Draco. 
Once there leave via the bottom exit. You 
will now enter one of the scenes that 
has a pit in it, leave this via the bottom 
right exit. 

You will now be in the other scene that 
has a pit in it, but this has the door that 
the jewelled key is used for. When you 
enter this room you should see two 
chests, open them and you should receive 
the ice key and the Amulet of Seeing. 

Once you have picked the goods up 
leave via the upper exit. This should take 
you back to the pit scene, leave via the 
right exit. You will now enter the room 
that has the vertical corridor in it, leave 
this scene via the bottom exit. 

You should now enter an area that 
has a corridor on a slight left diagonal, 
leave via the left door. Now you’ll be in a 
place that has two windows in it, kill all 
the enemies here and leave via the 
bottom exit. The next scene you enter 
should be a very long horizontal corridor, 
kill all the enemies here and leave via 
the left-hand exit. 

You should now enter an area with two 
doors in it, once there leave via the up 
exit. Once you have left you should enter 
the location that has two flights of stairs 
in it, there should also be a door here 
that is locked. 

You need to use the ice key to open 
this door. When you enter the ice key 
room there should be one chest, open 
this and you should receive a Golem 
Scroll and a War Hammer. 


Haven 


Once you have done all of Glass Palace 
use the map to travel back to the Rebel’s 
base and once there a scripted event 
should trigger. After this use David to talk 
to Fat Bob, he should tell you about a 
short cut you can use to get to Chains, 
but the short cut is through the tavern 
into the sewers. To enter the sewers, Fat 
Bob should give you the password - 
Rothchild’s Brandy. 

Use the map to travel to the tavern, 
once there use David to talk to Mildew. 
Mildew should hear you mention the 
password and say follow me. Follow 
Mildew into the cellar and he should have 
a quick chat with you, questioning you. 
Once he has finished use David to talk to 
William. William should say he managed 
to escape and is on his way back to the 
Rebel’s base to lead the Duke’s men. 

After William has said his piece leave 
via the left door exit. You should now 
enter a scene that has a big barrel 
located down some wooden stairs, (also 
on this bit there’s a Rebel). Use David to 
talk to the Rebel and he should show you 
how to do the Falcon Special. 

After you have been taught how to do 
the Falcon move a Chronicler should 
appear. Save your game. Leave the scene 
via the left big barrel exit. 

You should now enter a scene that is 
closed off via a floodgate. Kill all the 
enemies in here and one of them should 
drop a mace, pick it up and then hit the 
hanging bell with a missile weapon. When 
you do this the floodgates should open 
and some more enemies will appear. Kill 
them all and leave via the upper left exit. 

You should now enter an area that has 
a wooden balcony on it with some 
wooden stairs leading up to it. Kill all the 
enemies and leave via the upper right 
exit. You should now enter a place with a 
smoking pit it, kill all the enemies here 
and leave via the upper exit. 

The next scene you enter is viewed 
from a slight diagonal left angle, also on 



It's Fuge! Time to teach that no-good git a lesson 
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positioned at the bottom of the spiral 
staircase, leave via the left exit. 

You will now be in the area that has 
the rusty mechanism in it, use the valve 
spanner on this construction to open the 
sluice gate to drain Rain. After the water 
has come flooding in, a second Silver 
interlude should trigger. After this you 
return to the scene that has the sluice 
gate on it. 

When back leave via the right exit (this 
should take you back to the spiral 
staircase). Once there leave via the right 
exit, this should take you to an area that 
has a statue of a giant rat hanging from 
the wall. Kill all the enemies and one of 
them should drop a mace. 

Now a Chronicler should appear, save 
your game and leave via the middle exit. 
The next scene you enter you should do 
battle with the Rat God, kill this boss by 
whatever means possible (he should be 
vulnerable when particle effects are on 
him). The Rat God drops the Acid Orb 
when he is killed. 

Rain 

From the Rat God leave via the up exit. 
You should now enter a location where 
the floor panel moves to let you 
enter. This is the spot where you 
originally fought the Werewolf. Leave via 
the up exit. 

You will now enter a scene that is 
viewed from a slight overhead angle with 
a skull sign hanging from a building to 
the left. Leave to the left. You will now 
enter a place that originally had water in 


here should be some flowing water. Kill 
all the enemies once again and leave via 
the right exit. You should now enter an 
area that runs horizontal; there will also 
be some water flowing horizontally across 
the screen. Kill all the enemies and leave 
via the right exit. 

The next scene should have a circle 
airlock type mechanism on the floor, kill 
all the enemies again and leave via the 
left exit. You should now enter a place 
that has a rusty mechanism positioned 
roughly in the middle of the screen, if you 
position your mouse cursor over this 
mechanism a Valve Spanner icon should 
appear. Kill all the enemies here 


and leave via the 
right hand 


exit. You now enter an area that has a 
spiral staircase in it; there should also be 
lots of enemies positioned high up on 
ledges. Kill all the enemies and leave via 
the spiral staircase. 

The next bit you enter should have a 
big metal grate in it, with a circle door in 
it. There should also be numerous 
enemies positioned high up on ledges. 
Kill all the enemies again and pick up 
the valve spanner (as soon as you do 
this more enemies should appear, kill 
them too). 

Once the valve spanner is in your 
possession, leave the scene to the right 
by going back down the spiral 

staircase. You should 
now be on the 
scene that is 
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it (where you met the Skeleton Boatman), 
kill all the enemies here and leave via the 
right exit to return back to Othias Tower. 

When there you will notice this place is 
also drained, there should be a chest to 
the right; open it and you will receive the 
Fire Bow. Leave via the right exit to enter 
the previous drained scene and when 
you’re there leave via the gap in the 
stone wall that is located on top of the 
wooden veranda. 

You should now enter an area that has 
about three giant stone heads on it that 
are submerged in the ground, leave via 
the right exit. Next up is an area that is 
positioned outside the fortress, there 
should be a little rope bridge linking the 
fortress entrance to the forecourt of the 
scene. Kill all the enemies and leave via 
the rope bridge. 

The next area you enter will have 
numerous bunk beds in it, as well as two 
chests. Kill all the enemies and open the 
chests. Once you have done this leave via 
the bottom exit. You should now enter a 
scene that bends round to the left, kill all 
the enemies and leave via the left exit. 

You should enter a scene that has two 
walls towering above you. When you enter 
various enemies will drop down from 
upper ledges, kill all the enemies and 
leave via the bottom exit. You will now 
enter a long corridor that has numerous 
statues in it. A scripted event should 
trigger which shows Khan confront the 
heroes, after a brief chat you’ll do battle 
against Kahn. When you kill him he 
should drop a Bastard Sword and a 
Dragon Shield. 

After the death of Khan kill all the 
remaining enemies and leave to the right. 
You should now enter an area that has a 
big flight of stairs in it as well as a big 
wooden door. Kill all the enemies and 
leave via the exit at the top of the stairs. 

Rain 

You will now enter a scene positioned on 
top of a tower, Gonch is here, use David 
to talk to Gonch. When you do this David 


should say you should be careful etc. 

But when he says this Gonch should 
attack one of your heroes with some 
magic. When this happens you need to 
attack Gonch. When he has been beaten 
so many times he should drop the Ring 
of Invisibility and a bag of money. Once 
you have picked up these items leave 
via the stairs. 

Rain 

You will now be back on the scene that 
has the big wooden door on it, you need 
to use the barracks' key on this door to 
open it. Once the door is open leave via 
that exit. You should now enter a square 
scene that is viewed from a slight 
overhead angle, there should also be a 
reflection of a stone statue head on the 
ground, kill all the enemies here and 
leave via the upper exit. 

You will now walk onto a wooden bridge 
that is suspended high above Rain via 
metal chains, kill all the enemies here 
and a Chronicler should appear. Save 
your game and leave via the bottom exit. 
This should take you to the entrance of 
Chains, kill all the enemies on the scene 
and enter Chains. 

You should now be in a huge hall that 
has many upper platforms in it, kill all 
the enemies and leave via the lower exit. 
You should now enter a large room that 
has a fire burning in the middle; there 
are two flights of stairs in the room one 
leads to the left and the other to the 
right. Kill all the enemies and leave via 
the left set of stairs. 

You should now enter the Great Hall 
again, but be positioned in the higher left 
section of the scene. Go over to the 
chest and open it to receive all the 
goodies. Leave the way you entered. You 
should be in the large room that has the 
two flights of stairs in it again. 

via the right set of stairs to enter the 
Great Hall again, but at the upper right 
section. Open the remaining chest here 
and leave the way you entered. Back in 


the large room you will notice there is an 
exit under the right set of stairs, leave via 
this exit. You should now enter a small 
room that has a chest in it, open the 
chest and pick up the items. Leave here 
to enter the large room again, finally 
leave this area via the upper right exit 
that is located under the archway. 

You will now enter a scene that triggers 
a scripted event; here you will meet 
Jeremiah Gunn. After a brief chat he will 
throw a gold key down to the floor, when 
it lands a lizard type creature will enter 
and pick up the key. The screen should 
now scroll back up to your heroes, once 
there make one of your heroes hit the 
switch with a missile weapon to the left 
of the scene. When you do so the 
drawbridge should lower to give you 
access to the lower section. 

In this lower section lots of enemies 
will appear, kill them all. After the death 
of all the little lizard men, the big lizard 
man appears. When you kill him, he 
should drop the gold key. Pick up the gold 
key and leave via the bottom left exit. 

You should now enter a scene that has 
numerous cells in it; within one of the 
cells is the Duke, kill all the enemies and 
a scripted event should trigger. The Duke 
tells you that you need to get the cell key 
from the warden to rescue them. Leave 
via the upper exit. 

The next area you enter should have a 
toilet in it, as well as a giant cog that is 
surrounded by lava, kill all the enemies 
and click on the toilet. When you do this 
a trap door should open up located on 
the cog, leave via this. 

You should now enter quite a large 
room that has three chests in it; there 
should also be a big archway here. Open 
the chests, pick up the items and kill all 
the enemies then leave via the right exit. 

The next scene you enter will resemble 
a corridor, kill all the enemies here and 
leave by the exit that is located at the 
end of the corridor. You will now enter an 
area that has a flight of stairs in it that 
lead down to a lower section; there 
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should also be an exit near the upper left 
of the screen. Kill all the enemies here 
and leave via the upper left exit. 

The next area you enter should be a 
long corridor with one chest in it. Open 
the chest and it should disappear and 
appear somewhere else on the scene, 
repeat this three times. 
On the third time 
you can finally 
open it. Pick up 
all the items 
and leave via 
the left exit. 
You will 
now enter 
the room 
that has 
the 
stairs 
leading 
down to 
the lower 
section 
again, 
leave via 
the lower 
right exit. 
The next 
scene you 
enter 
should 
have a 
massive 
rusty 

chain in it; 
it is also 
the place 
where you 
will meet 
Fuge. As you 
enter Fuge will 
stun two of 
your heroes, 
leaving only 




David standing, Fuge will now waffle on a 
bit. After all the dialogue David fights with 
Fuge. If you manage to kill Fuge he’ll drop 
the Dual Knightly Swords and the Half 
Moon Key. 

If you equip David with the Dual 
Knightly Swords he should be able to 
perform double attacks. Now leave the 
Great Chain scene via the upper left 
door exit. You will enter another large 
room that has numerous stairs in it 
leading down to a lower section. Kill all 
the enemies here and leave via the 
lower exit that is located at the bottom 
of all the stairs. 

Now you'll be in an area that is quite 
small, it has an upper ledge in it that has 
enemies on it, kill them. After disposing 
of them you'll notice one of them has 
dropped the cell key. Pick it up and leave 
via the up door exit. Now you're in a small 
torture room that has a character called 
Moss in it, use David to talk to Moss; he 
rambles on. After he has finished talking 
use the teddy bear and talk to Moss 
again, he should take the bear and run 
off shouting after his mother. 

Chains 


Work your way back through all the 
scenes to return back to cells where the 
Duke is. once there use the cell key on 
the cell that the Duke is located in. The 
Duke should now leave the cell 
accompanied by Clay. 

A scripted event will trigger which 
shows the heroes talking about a traitor 
and then dismissing the idea, thinking 
instead that Glass has been spying on 
them with her Crystal Ball. All the heroes 
including the Duke should leave Chains 
and head off to Glass Palace to confront 
her about spying. 

When at the Palace the heroes will 


David camps the red armour. Crap Quake joke alert 
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meet Glass, she tells them that she has 
not been spying on them. To find out who 
the traitor is, she tells our heroes they 
need to go to Deadgate to talk to the 
tormented souls of the dead rebels. 

To get to Deadgate you need to see 
Jonah at the Harbour in Verdante, use 
David to talk to him and pay him the 
300 gold. 

Dead Cate 

TRAITOR? 

You’ll now be in a place with a wooden 
walkway, kill all the enemies and leave via 
the bottom right. The next area has a 
wooden walkway in the shape of a T; you 
will also see a chest on a small island 
that has a sparkling door near it. Kill all 
the enemies and leave via the cave exit 
at the upper section. 

You will enter a square room that has a 
wooden walkway all around the outside, 
kill all enemies and leave via the upper 
left exit. The next place you enter should 
have a wooden walkway going horizontal 
across the screen. Kill all the enemies 
here and leave via the right exit. 

You will now be outside, there should 
be a skeleton’s head to the left and a big 
gong, kill all the enemies and leave via 
the right exit. The next area you enter is 
also outside, kill all the enemies here and 
a scripted event plays telling you William 
is the traitor. After finding this out leave 
via the bottom right exit. 

The next area has two wooden 
structures at either end of the screen, kill 
all the enemies here and leave via the 
bottom right. The next scene has ledges 
connecting some walkways, at the top 
right you should see a human ghost 
getting beaten by two evil ghosts, kill 
them and talk to Ganitos with David. He’ll 
give you the Stone Key and run off. Leave 
via the sparkling door portal. 

Now you’re in an area with two door 
portals in it and a chest, open the chest, 
pick up the goods and kill all the 
enemies. Leave via the left door portal. 
You will now return to the scene that has 
the wooden walkway in the shape of a T, 
and a chest in it. Open the chest and you 
get a Bastard Sword. 

Once you have picked up the items 
leave via the door portal. You'll be back in 
the area with the two door portals, exit 
via the right hand portal. Now you're in 
the area with the four ledges, leave via 
the bottom exit. 

Leave the next area via the right hand 
exit. You will enter a scene that has a 
door portal at the end of it that's locked; 
it requires the Skull Key. Kill all the 
enemies and a ghost called Professor 
O’Leary should appear; talk to him with 
David. He should tell you about a plague 
that occurred in Outer Haven many years 
ago, he will also tell you that he set up 
camp in Outer Haven and found a 
strange looking Orb. Then he’ll give you 
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David and chums take in the rather splendid coastal 


the Scroll of Revelation. This scroll 
should open up a secret passage, so you 
can enter Outer haven. 

Once you have got the Scroll in your 
possession use the map to travel back to 
the Rebel's base. Once there you should 
see Moss and his mother, talk to Moss’ 
mother with David and she should give 
you the Ring of Resist Magic. Now talk to 
the Duke with David, then leave via the 
up exit that is located in a gap between 
the rocks. 


Haven 


You’ll now be in an area with a bear in it 
and some steps leading down to a tree. 
Kill the bear, pick up the apples before 
you leave and make sure David is your 
selected hero, then leave via the right 
exit. 

The next scene you enter will have 
running water in it coming from a circular 
structure. Because it’s the first time 
you’ve been here a scripted event will 
trigger which shows David run over to the 
right side of the screen and a second 
path appears. Leave via the bottom left 
exit, not the newly opened right exit. 

In the next bit with the crane kill all the 
enemies and open the chest, you should 
get a long bow. Leave the way you 
entered and when back at the newly 
opened portal leave via that. In the next 
area with the small bridge kill all the 
enemies and leave via the right exit. 

The next scene you enter should have 
a flight of stairs at the upper section, kill 
all the enemies here and leave via the 
upper exit. You will now enter an area that 
has three grassy platforms in it 
connected with stairs. Kill all the enemies 
here and leave via the bottom exit. 

The next scene you enter has a set of 
wooden stairs leading down to the left 
and some trees to the right of the scene 
near a chest. Open the chest, pick up the 
items and kill all the enemies then leave 
via the bottom left exit. You'll now be at 


Professor 
O'Leary's 
Dig, open the 
Chest here and 
you should receive the 
Rusted Key and the Time Orb. 

Leave via the upper left exit. 

You should now enter a scene that has 
a beautiful sea view, kill all the enemies 
and leave via the left exit. 

The next area you enter has a circle 
patio and 3 flights of stairs in the middle 
that lead down to a lower section. Kill all 
the enemies here and leave via the 
bottom right hand exit. The next section 
has a closed off area in it with a chest, 
also here is the Plague King, kill this 
boss by whatever means possible. After 
his death you’ll get the Iron Key. 

Save your game when the chronicler 
appears. Use the Iron Key to open the 
door that encloses the Chest, open it and 
get the Skull Key and Golem Scroll. Use 
the Map to travel back to Gno Library 
Entrance, once there use the Gold Key to 
open the big Wooden doors. Leave 
through the doors, you should now enter 
a place that has a Chest in it, open it and 
you should receive the Hurricane Special 
and the third and final Golem Scroll. 

Use the Map to travel to the Sewers, 
once there leave via the right exit. You will 
now enter the scene that has the spiral 
staircase in it, leave via the spiral 
staircase exit. Next up is an area that 
has a big metal grate in it with a circle 
exit on it, leave via the circle exit located 
in the upper section. 

The next scene you enter should have 
another metal grate in it; you’ll also see 


a zig-zagging path leading down to a 
lower section that leads to the right. Kill 
all the enemies and leave via the bottom 
right exit. 

You’ll now be in an area that has 
over-flowing water in the upper 
section, there should also be 
2 flights of stairs that both 
lead to the same lower 
platform. At the lower 
platform there’s a 
gate. Kill all the 
enemies here and 
use the Rusted Key 
to open the gate. 
Leave via the new 
bottom exit. 

The next area 
has a hexagonal 
platform in it. 
There’s also a 
chest located in the 
bottom section. Kill 
all the enemies and 
open the Chest, you 
should receive the 
Armageddon Special. 
Use your Map to travel 
to Spires Air Lock, once 
there use the Stone Key 
i open the chest located to 
the left of the scene. 

The Chest should give you the 
Lycanthrope. Now use your Map to 
travel to Dead Gate (Boneyard), once 
there use the Skull Key to open the 
sealed door portal. Leave the scene via 
the new door portal, and you’ll be taken 
to Atro. 


Atro 


You’ll now be in a scene that looks like 
Aliens! To the left is an upper section 
with a chest in it. To kill all the enemies 
in Atro you have to use the Ring of 
Seeing, so the Aliens materialise, then 
just kill them as normal. Once all 
enemies are dead open the chest to 
receive some goodies, then leave via the 
bottom right exit. 

You should now enter a scene that has 
two skull doors in it, kill all the enemies 
and leave via either of the two doors. You 
should now enter a tall type cavern 
scene, kill all the enemies and leave via 
the upper right exit. 

You'll now meet the Dead Queen, kill 
her by whatever means possible and 
leave via the upper exit. The next area 
you enter will have a female alien face 
right in the middle; you should also see 
the Light Orb. Use the teleporters to 
retrieve the Light Orb. Once the Light Orb 
is in your possession a Chronicler should 
appear. Save your game. 

You should now have all eight Magical 
Orbs in your possession. Use your Map to 
travel back to the Rebel’s Camp to tell 
the Duke you have all the Orbs. 
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Godammit Silver, polluting 
the atmosphere with your 
smoking bandstands 



More tough gits to face, remember 
these from the intro? 



Haven - no return form 

When you get back to the Duke a scripted 
event triggers, in which Glass says the 
only way to get to Metalon is by her. She 
offers to teleport you there, but you have 
to choose which heroes you want. Take 
Jug and Chario. 

When you enter the teleporter you’ll be 
transported to Metalon. The first scene 
you enter should have a Teleport Bay in 
it, kill all the enemies here and a 
Chronicler appears. Save your Game. 
Leave via the bottom exit. 

You now enter a place that has an exit 
to the upper left and a chest over to the 
right. Kill all the enemies here, open the 
chest, pick up the items and leave via the 
upper left exit. You should now enter a 
scene that has a platform going 
horizontally across the screen. You should 
also see a river of blood at the bottom. Kill 
all the enemies, open the chest to pick up 
items, and leave via the right hand exit. 


Good deeds 
from Glass 


The next scene you enter should have two 
boar heads hanging from a wall either 
side of an archway. 

Kill all the enemies and leave via the 
upper exit. You’ll now enter an area where 
a robot teleports in, this robot will ignore 
you and leave via the bottom exit. Kill all 
the enemies and leave via the bottom exit. 

Next up you have to fight against the 
robot you have just seen, but 
unfortunately there are 4 of them 
guarding the door. Kill all the robots and 
you should receive the Analectus. Leave 
via the upper door exit. 

You’ll now enter a scene that has a 
landscape view of Metalon down below, in 
the distance is the Silver Palace. Leave 
via the bottom right exit. You’re now in an 
area that has a set of stairs leading down 
from the right. There’s a big metal ball 
stuck in a gap stopping the blood river 
from flowing, kill all the enemies here and 
leave via the left exit. 

The next bit has a metal path leading 
up, kill all the enemies and leave via the 
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Metalon isn’t a very pleasant looking place 


There’s a nice evil look towards the end 


upper exit. You now enter a scene that is 
viewed from an over head angle with part 
of the blood river there, kill all the 
enemies here and leave via the left exit. 

The next area you enter should have 
the metal path on a slight left angle, kill 
all the enemies once again and leave via 
the left exit. You’re now back at the big 
metal ball, but on the other side of the 
blood river. Leave this scene to the left. 
You should now enter a place that is 
viewed from overhead again. At the top 
should be a long flight of stairs that lead 
out. Kill all the enemies and leave via the 
stairs. 

The next section has a glass panel in 
the middle that you can stand on. This 
is surrounded by two flights of stairs 
that lead to the same platform. Kill all 
the enemies and use the Analectus on 
the flame that is located at the top of 
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Look out for the teleporting magician tart at the back of this scene 



Erin, I’m not sure “please let me 
in” is going to work really 


the screen, when you do this a 
teleporter appears. 

Use the teleporter and you’ll be taken 
back to the scene that has the long 
flight of stairs in it, except you’ll appear 
at the teleport bay in the lower section. 
Once at the teleport bay leave the 
scene to the right. 

You’re now in a scene that has a Boar 
Robot encased in a glass container filled 
with blood, leave via the bottom exit. 

Then you’re in an area outside Metalon, 
you should be positioned high up in the 
sky, on a smallish platform. At the end of 
the platform is another flame, use the 
Analectus on this and you should trigger 
some drainage doors to open. When this 
occurs some of the blood from Metalon’s 
river should drain. 

Leave this scene to the right to return 
to the area that has the Boar encased in 
a glass container. When you get there, 
you should notice that the glass container 
should be smashed to pieces. Leave via 
the up exit, you’ll be back at the teleport 
bay, leave via the teleport. 

You should now be taken to a different 
teleport bay, Rend the Boar robot is 
there. Kill Rend by whatever means 
possible, then save the game. 

Silver's Palace 

Leave via the right exit. You should now 
be outside the main entrance to Silver’s 
Palace, kill all the enemies and the doors 
to Silver’s Palace will open automatically. 
Go through. You’ll be in a long corridor, 
kill all the enemies and leave via the 
right exit. 

You’re now in a circular room that has 
a set of stairs leading down out, kill all 
the enemies and leave via the stair exit. 


You should now enter a room that has 
two sealed doors in it, represented by 
particle effects, kill all the enemies and 
use the Half Moon Key to open the right 
side door. 

Leave via the door and you enter a* 
circular room that has Fuge’s hellcat in it 
as well as a Chest. Kill the hellcat and 
open the chest, you get the Granite Key. 
Leave the way you entered. Now use the 
Granite Key to open the left sealed door. 
Leave via the left exit. 

You’re now in a scene that has a Priest 
(Oberious) in it and an altar, when you 
talk to him he will blab on about Silver’s 
evil plot... after hearing this leave the way 
you came. When back on the two door 
scene leave via the right exit. You should 
now enter an area that has a curved 
corridor in it, kill all the enemies here and 
leave via the right exit. 

You now enter another circular room 
that has four gaps in the wall, click on all 
four of these gaps and two enemies 
appear. Kill these and a mysterious object 
floats out of the hole in the middle of the 
scene and blasts the door open in the 
upper section. Leave via this upper exit. 

You’ll find yourself in a very large room 
that has numerous flights of stairs in it, 
kill all the enemies and leave via the exit 
in the lower section. You should now enter 


a scene that has a gyroscope in it, kill all 
the enemies and leave via the right exit. 

The next area you enter has a circular 
platform in it that is suspended above the 
ground, there should also be a ghostly 
image appearing randomly, kill all the 
enemies here and a Chronicler appears. 
Save your game. Leave via the upper exit. 

Silver’s Palace 

You’ll now enter the throne room of Silver 
and a scripted event occurs. After this 
Silver summons lots of enemies that you 
have met previously. Here you need to hit 
the magic crystal above Silver’s throne 
with the relevant magic Orb e.g. first of all 
you have to hit the crystal with Fire, then 
Ice and so on. When you have destroyed 
the crystal Silver should be on the floor 
powerless and weak. After being told to 
kill Silver, David refuses. 

Nemesis should now enter the scene, 
kill Silver and then want to merge with 
David. When David merges with 
Nemesis you are teleported to Nether to 
do battle with Apocalypse. To kill 
Apocalypse you have to rebound his 
projectiles that he fires at you with your 
shield, do this until he is dead. That’s 
it, congratulations, I ’zT Sii 
you’ve finished Silver. 


I 




And here he is, Silver, and his 
plans are predictably diabolical 



It’s the final scrap that the whole 
game’s been building up to 


Silver keeps summoning monsters, but 
keep hacking and having a pop at him 
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From the outset you’re dropped 
unceremoniously into the deep end of 
trouble. You’re best bet is to avoid the 
zombies closing in and head into the gun 
shop (Room 2). After the FIVIV sequence 
ends head to the wall behind the counter 
where the shop keeper was. Pick up the 
Hand Gun Bullets and then go behind the 
other counter. Pick up more Hand Gun 
Bullets. 

As you begin to exit the room via the 
back door between the two counters 
zombies will smash through the window 
and attack the shop keeper. Waste the lot 


of them and pick up the 
shotgun. 

Exit the back ' 
door into 

another i!"' 

alleyway 

(Room 3). Follow 
it past the 

basketball court where 
zombies lurk and go to the 
van. Pick up the Hand Gun 
Bullets. Return to the 
basketball court and the 
zombies will break through the 
gate. Kill or stun them so you 
can get safely past and into 
the court (Room 4). Avoid the 
prowling freak and head 
through the opposite gate. 
Follow the alleyway up and 
around the staircase. At the 
bottom you need to step onto 
the crate blocking your way 
after picking up the Hand 
Gun Bullets from the pile of 



... 


Stuck in a zombie infested nightmare? Well 
don’t eat so much cheese before you go to 
bed! If it’s a game we’re talking about though, 
you need look no further for the full solution 



rubbish facing you. Avoid the flesh 
gorging freaks and make your way around 
to the abondoned bus. Step into the wreck 
and shoot the crawling woman and 
the approaching zombie. 

Exit the bus via the opposite 
door. You’re almost at the 
Police Station. Run past the 
zombies and go down the steps 
and around to avoid wasting 
precious ammo on the other 
zombies in the courtyard. After 
climbing more stairs you’re safely 
at the front door of the Police 
Station. Things don’t get any easier 
than that unfortunately. 


Welcome to the tranquility of the 
Police Station. Head up the slope 
and into Room 2. Inside is an 
injured officer. He offers you 
assiatance in the form of a blue 
key card which is used on the 
computer terminal in Room 1. Use 
the card to unlock the other doors 
in Room 1 and pick up the ink 
ribbon and Hand Gun Bullets. You 
should then head into Room 3 
where you can collect the Police 
Memo which gives you the safe 
code. Go through the opposite 



R esident Evil 2. It’s a bit like dawn, day and night of the 
dead all come at once. “Zombies, ’fausands of ’em,” as 
Michael Caine would say. “You were only supposed to 
blow his bloody arms off...” he might add with a comical 
flourish, as you grenaded one of the suckers into oblivion. 

But whatever you’re up to in Resident Evil 2, if you get stuck 
then the answer lies within the following walkthrough. 


Actually we should say walkthroughs, because the solution 
to the game from the point of view of both Leon and Claire 
are covered. The Leon solution covers the original A 
scenario, while Claire takes you through the alternative B 
scenario you’ll get after completing the game with Leon. 
Claire uses the same maps as Leon, all apart from the City 
area map which is different. 







Resident Ejm 



Forget trying to shoot any zombies, just leg it 



Some unhappy customers come back to give the shop owner some grief 


door into a hallway (Room 4). You’ll notice 
something crawl over the window as you 
exit Room 3. Follow the corridor until you 
reach the dead body on the ground. Pick 
up the Hand Gun Bullets. 

Follow on a small way until you reach 
a pool of blood in the floor. You'll see 
exactly what that creature outside was. 
Get out your gun and aim it down to 
blast it away. It’s not simple unless you 
use your shotgun. Once it’s been killed 
pick up the green herb before exiting into 
the next corridor. 

Enter the double doors on the right into 
Room 6. Go straight through into the back 
room and use the lighter on the fireplace 
to obtain a red jewel. Pick up the Hand 
Gun Bullets from the end of the room. 
Before leaving the room to go back into 
the corridor again pick up the Operation 
Report from the desk by the doors. Head 
to the stairs after taking care of the 
attacking zombies and climb them... 


It’s time to take the second red jewel. At 
the top of the stairs follow the corridor 
until you reach the nearby statue. There is 
a statue on each side of the main statue. 


Push them over the square pressure 
points on the floor so they are facing the 
central statue. If done properly it will 
release the second red jewel. Pick it up 
and head through the door into the next 
hallway (Room 2). Go through the first 
door you see and you will be in the 
S.T.A.R.S. office. Search the desks and 
you will find Chris’ Diary, underneath that 
is the Unicorn Medal. Pick this up. Get the 
First aid spray from the box on the wall 
and the shotgun from the locker. 

If you can’t carry all the items you 
should go back to Police Station IF and 
into Room 3 to put some items into the 
storage crate. After meeting Claire in the 
office you should head back down to the 
first floor anyway. 

POLICE STATION IF 

You need to get yourself back into Room 1 
where you should place the Unicom Medal 
in the slot on the front of the fountain. 

This will reveal the Precinct Key shaped 
like a spade. 

Now head back up the stairs to the 
door in Room 2 which can be opened 
using the key. On the way however you 
will pass through the corridor where you 


killed the long tongued beast with the 
headless corpse in. The metal door is also 
opened with this so go inside making sure 
you have some space in your inventory. 
Inside Room 8 is an Ink ribbon, Patrol 
Report and a crank. The crank is on top of 
the cabinet at the far end of the room. 

To reach it you must push the steps 
over to the cabinet, climb up and then 
take it. Now get back up those stairs the 
same way as before to get onto the 
second floor again. 



Uckers take some licking 


O' 

O' 

O' 
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POLICE 5TATI0N 3F MAP 


Hold on to your pants for scary bits like these, ooh mother 


POLICE STATION 2F 

Head to the end of the corridor past the S.T.A.R.S. office (Room 2) 
and use the key on the door. Go through into the next room. There 
are a load of zombies feasting away on a corpse. Get your shotgun 
ready and step towards them. As they notice your presence they 
will begin to stand. Blow them away and head down the corridor 
straight ahead. It comes to a dead end but in the cupboard to the 
left you will find more Hand Gun Bullets. 

Go down the other part of the corridor to the next doorway. 
Notice the small desk by the door. You’ll be back here soon 
enough. You will then enter the library (Room 5). The huge picture 
has four bookcases under it. This is your next task. Head up the 
stairs and follow the walkway around past the door. You will fall 
through the floor. 

You will then see a pattern underneath a picture on the wall. You 
must move the bookcases into the same pattern to reveal what’s 
behind. Press the red button by the bookcase to get back out. 
When back out facing the bookshelves all you need do is move the 
two cases on the left over to the right. This will reveal the bishop 
plug. Take it. Your best bet now is to use that crank and get it put 
away, so climb the stairs again and this time go through the door. 


SEWAGE DISPOSAL MAP 


POLICE STATION 3F 

Head into Room 3 and use the crank on the slot to lower some 
steps. Other than this there’s nothing else to do here just now so 
you should go back down onto the second floor again. 


POLICE STATION 2F 




Exit the double doors in Room 5 and you’ll be on the balcony. Blast 
any stray zombies lurking. Halfway around there’s a switch on the 
red ladder housing. Press the switch to lower the emergency 
ladder so you can save covering more distance later on. Make your 
way around to the opposite side and through the door there. 

Pick up the desk key, ink ribbon and Secretary’s Diary A. Go 
through the door. Blast the zombie away. Head towards the fire 
around the corner but be ready to shoot another zombie. Go into 
Room 10 and then through the door straight ahead. Go down the 
stairs to the first floor again. 


Go through the door into Room 12. Pick up the Hand Gun Bullets 
from the dead officer. Go into the office. Shoot all the zombies. 
Don’t be fooled by the one lying on the floor already as he’s primed 
for attack. Go into the small office on the right. Kill the zombie and 
open the safe using the code (2236). Pick up the shotgun shells 
and the Police Station Map. Behind the desk is some green herb. 
Go back up to the second floor using the same stairs. 


56 







Go right when you enter the corridor again. Watch out for the 
crows. Pick up the Hand Gun Bullets from the dead police officer. 
As you round the corner heading for Room 12, be ready for more 
crows to smash through the windows and attack. Don’t stand and 
fight just make a run for the door. You will be standing outside 
looking upon that burning helcopter. Go down the steps on 
the city streets again. 


Shoot or avoid the zombies and follow the road 
around to the small hut. Go inside and pick up the 
valve handle and Hand Gun Bullets. There’s some inf 
ribbon and a save point here if you fancy recording 
your progress. Go back up to the burning helicopter 
way you came. 


Go into the gateway in Room 12 and use 
the valve handle under the warning sign. 

The water tank will burst and put the 
flames out. In the smouldering debris there 
are some Hand Gun Bullets. Now head to 
Room 8 where you can now go into the 
room behind the helicopter (Room 9). Go 
in and use the red jewels on the two 
plaques either side of the statue. This will 
reveal the King Plug. Take it. On the 
wooden crates next to it you will find the 
Precinct Key shaped like a diamond. 

There's also an ink ribbon in the large 
urn and some shotgun ammo opposite this. 
Leave the room and head back to the first 
floor across the balcony and down the steps 
in Room 1. On the way use the small key on 
that desk you went past earlier to gain yourself ^ 
some Hand Gun Parts to make your pistol a 
little more impressive. 


Go into Room 9 after picking up the green herb. If 
you don’t need it right now you can store it in the 
chest in the room. Leave the room again and follow 
the corridor around again. Go through the metal door 
at the end using your new found Precinct Key. Blast the 
zombies quickly, there’s no time for messing about 
here. Pick up the film and the shotgun shells from the 
drawers. Enter Room 2 again using the other door. 

Inside you will meet the officer who gave you the blue 
pass card earlier. Unfortuantely for him the G Virus 
has taken its toll and he transforms and attacks. Kill 
him. It’s the kindest thing you could do. Pick up the 
Precinct key shaped like a heart. 

In the main room he was in look around and pick up 
the memo to Leon on the desk and the Hand Gun 
Bullets in the locker. Leave the room again and head 
for Room 16. Pick up the cord and First Aid Spray from 
the desk. On the shelf at the back of the room is the 
rook plug. Pick this up also. Quickly rush out of the 
room to avoid the beast which smashes through the 
window. Go to Room 12 and use the Precinct key 
shaped as a heart on the door to Room 18. 

Cautiously enter the corridor. Pick up the green herb 
and use it if you need to. Head to the staircase at the far 
end of the corridor. Grab the shotgun shells by the shelves 
before going down the steps. 


Shoot the dogs as you enter the basement. Go right and into Room 
8. Collect the green herb and the Police B1 Map. On a control 
panel you must set the Reserve Power. The five switches should be 
pressed up, down, up, down, up. This activates the key card lock 
door. Now all you need is the damn card. Leave the room and head 
down the corridor to Room 2. As you enter you encounter Ada 
Wong for the first time. You need to help her push the paddy 
wagon away to reveal the door behind. If you need the green 
herb opposite the back of the wagon collect and use it. 

Go through the door and head straight for Room 4. Open 
^ the gate and you’ll see two cells. The first one has a green 
and blue herb inside but the second one has a human 
occupier. Ben is inside and refuses to come out. Grab the 
r manhole opener from the shelf and head for Room 6. Use the 
manhole opener to reveal a ladder down. Go down the ladder. 


Go into the storage room and dispose of any items 
you don’t need to carry right now. Put the herb in also. 
Go into room 4. By the doorway is a panel where the 
rook plugs and the rest will go when you have them 
all. Leave the room again. You will then meet Ada 
Wong again who goes through the air vent. You now 
need to use her to gain the next couple of items. Go 
into room 5. Shoot the two dogs and head into room 6. 
Go down the steps. 

You should now push the three crates across the far 
wall so they form a bridge. Climb back up and press the 
button on the panel to fil the pool so the crates rise. 

Go across the crates and take the precinct key 
shaped like a club. Head out of the room again and 
into Room 7 using the lift. Pick up the shotgun shells. 
Head back to the vent and she’ll throw the key and 
the shotgun shells through for Leon to pick up. You 
now need to get back into the Police Station again. 
Watch out for two long tongued mutants as you go 
back through Room 1 in Police Station Bl. 


Use the key on the door near where you picked up the 
shotgun shells at the top of the stairs to enter the next 
room (Room 19). Take the shotgun shells from the 
cupboards and head into the back room. Pick up the 
Watchman’s Diary from the bed and the Magnum off the table 
between the bunks. Head into Room 17. Use the lighter on the 
boiler by the three lamps on the far wall. Then light the three, 
the middle one first, then the right and finally the left one. This 
drops the cogwheel from the picture on the opposite wall. Take 
this and the film from the table before leaving. Go to Room 9 in 
Police Station IF and develop the films. Then head up to the 
Police Station 3F. 


Go up the stairs you lowered and place the cogwheel in the 
space. Press the switch and the metal panel will open. Take the 

Knight plug and then 
go down the old 


m 


dust shoot. You will 
emerge in the Police 
Station Bl again in 
room 3. 


Leon regrets eating 
that last pie as his fat 
belly plunges him 
through the floor 


O' 

O' 
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Leon looking cool by casually Leon goes mad in the changing room when 

ignoring the burning wreckage someone comments on the size of his equipment 


Go back to find Ben again after seeing him 
being attacked. He will hand you the Mail 
To The Chief. Go into room 9. The zombies 
will only come to life after you’ve taken 
the Red Card Key from the corner. As soon 
as you’ve picked it up run as fast as you 
can out of the room. 

Use the security card on the door you 
activated earlier (Room 10). Pick up the 
ammo and then the side pack from the 
cupboard. Don’t leave the sub machine 
gun for Claire. You’re going to need it. 

Head back down to Sewage Disposal. 


Go into the storage room (Room 3) and 
collect a load of weapons and ammo along 
with the four plugs to put in the switch 
next to that closed door in Room 4. As you 
enter the room you will be attacked by a 
huge slobbering mutant. Blast it using 
either your Machine Gun or Magnum. 

Place the plugs in the slots and go through 
the door. You’ll meet up with Ada Wong 
again. Drop into the sewage and go 
through the door. 


Follow the sewer around, step onto dry 
land again and pick up the blue herb 
before entering Room 2. Take the Sewer 
Manager fax from the table, the Hand Gun 
Bullets from small desk in the corner and 
head to the lift. Just by this is a cupboard. 
Open it and take the first aid spray. On the 
same wall as the lift is a panel which you 
can push aside to reveal a warehouse. Go 
down the ladder. 


Light the fuel lamp on the wall to the right 
using your lighter. Pick up the Magnum 
Bullets. Go into the darkness and light 
another alcohol lamp. Take the shotgun 
shells off the shelves. Go back up the 
ladder to Sewer B1 and get on the lift 


down after collecting the valve handle if 
you aren’t already carrying it. You will be 
greeted by Annette Birkin who takes a 
shot at the hapless Ada. Leon takes the 
bullet diving to move her away. ’Tis only a 
flesh wound however. 

You now take control of Ada again and 
you should follow where Annette goes. 
Pick up the Sewer Map from the wall 
before going through the door. Climb the 
ladder into the ventilation shaft. Quickly 
run through to avoid being attacked by 
the cockroaches. Follow the path around 
and you’ll be shot at by Annette Birkin. 
Watch as some more of the story unfolds. 
After the scuffle head over the metal 
walkway into room 7 and go down the 
ladder. What could that disruption under 
the water be? 

The game cuts back to the injured 
Leon who then has to work his way 
around and do some serious collecting of 
items. Leon can’t go up the ladder to the 
ventilation shaft as the fan is revolving. 
Instead pick up the Wolf medal and the 
shotgun shells from the mutilated 
corpses in the alcove. Head the opposite 
way through the flowing sewage avoiding 
or destroying the large spiders and go 
through the gate into Room 4. Put the 
Wolf Medal in the slot by the waterfall 
blocking a doorway. Then head to Room 
5. Use the Valve handle in the slot under 
the red light to lower the bridge down to 
make a walkway. 

Pick up the shotgun shells and the 
herbs if need be. It would also be a good 
idea to save your game here before going 
through the next door. Before you do so 
however you should use the Valve handle 
again to raise the bridge. You will soon 
find out why. 

Go through the door and follow the 
corridor around. You’ll see Ada shooting 
at something in the sludge. A huge 
crocodile (or is it an alligator?) attacks. 
You now need to run back and blast the 


blighter. Head back to where the croc 
came from and release the electronic lock 
so you can open the door and get across to 
where Ada is. Climb the ladder. 


Go across the metal floor (that’s why you 
had to raise it again). Go to the left and 
pick up the Eagle Medal and the Sewer 
Manager Diary. Go over to where Ada 
descended the ladder and use the Valve 
handle on the hole under the red light. This 
will stop the spinning blades so you can 
climb up and go back through. Descend the 
ladder on the other side. 


Head back to Room 4 where you placed 
the Wolf Medal in the slot and place the 
Eagle Medal in also to stop the flow of 
water and allow you to go through the door. 

Blast or avoid the zombies you encounter 
on the way. The spiders won’t be here this 
time. Follow the path through to Room 9 
where a cable car is situated. Go to the 
control panel to the right of the cable car 
and switch the power on. Go into the car to 
leave this area. 


After your battle in the cable car you will 
arrive at the vacant factory. Step out of 
the car and ignite the flare gun with your 
lighter to reveal a glinting Weapon Box 
key. Head into Room 3. There are zombies 
in here. 

When you reach a junction go left and 
follow the corridor around. Pick up the 
shotgun parts from the corpse in the 
corner. Go back around to Room 4. Shoot 
more zombies and go around until you 
reach a set of ladders. Climb them to 
Vacant Factory IF. 


Take the first aid spray from the cabinet 
and the Magnum Bullets and Shotgun 




VACANT FACTORY BI MAP 


shells from the bench. It may be a good idea to save your game 
here also. There’s a big battle ahead. Step through the door into 
Room 2. Take the Factory Map from the wall. Over by the two 
toppled barrels is some Hand Gun Ammo. Pick it up if you think 
you need it. Head over to the tractor. Climb up the steps at the 
back and go inside. Take the Control Panel Key from the hook in 
the front. Take the Magnum bullets also. 

Go back outside and use the Control Panel Key to start the power, 
then press the activation switch. You’re out of there for now. Down 
you go to the depths and into the Laboratory. You’re nearly there. Not 
before being attacked by a mutant beast. Step out of the tractor 
onto the turntable. Use your strongest weapon to thwart his threat. 

IMORATORY W\ 

Head straight for Room 3 and through the blue lined walkway to 
Room 5. Take the Fuse Case and use it on the computer terminal. 
Head back to room 3 taking the First Aid Spray before leaving if 
need be. Place the main fuse in the panel in the centre of the 
walkways to restore power. Go to Room 7, pick up the Laboratory 
Security Manual. Switch on the B.O.W. Gas Sprinkler on the 
control panel. In the opposite corner is a plant protruding from the 
adjoining room. To kill it go to the locker in the corner and take 
the Flamethrower. You need two spaces free in your inventory to 
carry it. Equip yourself with it and blast flames at the plant. 

Go through the vent into the next room with your Magnum 
ready. Blast the two mutants and open the locker to take the 
shotgun shells. Unlock the door and leave the room. Press the 
switch by the shutter and shoot the two mutant plants inside. Go 
through the door to Room 9 and kill the waiting plant. Pick up and 
use the green herb if you need to. Go down the ladder. 


VACANT FACTORY IF MAP 


LABORATORY B4 MAP 


Head straight to the cold room to get 
the electricity back up and running 
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Solutions 



LABORATORY B4 

Shoot the two plants in Room 6. Go over 
to Room 4 and activate the switch to 
raise the shutter. Use the computer 
terminal to verify your fingerprint. And 
that’s all you can do for now. Why do 
you need to do this? All will be revealed 
when we tackle disk 2 next month. 

Use the Lab Card Key to enter Room 
11. TAke the First Aid Spray and 
Magnum bullets. Kill the zombies and 
switch the lights on by the red light. 
Shoot the other zombies. Go into the 
section you just lit and take the MO 
Disk. Make your way back to Room 9 
and go down again to Laboratory B5. 
Some more of the story is revealed as 
you do so. 


Ada may look sweet and innocent, 
but really she's a nasty piece of work 


l Ahl'IxAll'kY kk 

Go around to Room 2 and use the MO 
Disk on the computer terminal by the 
door to give you access to Room 9. 

Make sure you have plenty of ammo and 
some first aid. Go into the room and call 
the lift. You only have five minutes before 
self destruct. The final battle is upon you. 

Use either your Modified Magnum or 
your Sub Machine Gun. Once you’ve hit 
it a few times it will mutate some more 
and be able to run at speed and leap 
across the taller platforms. It’s best to 
attack it while it’s on the ground level. 

Attack it with quick bursts and run to 
get into position for another shot before 
it recovers and attacks. As it’s a quick 
mover you may get hit from time to time 
but if you carry enough first aid then it 
shouldn’t pose too much of a problem. 
Continue blasting it until it’s no more. 
Get onto the lift which conveniently 
arrives after your battle. 


Now this evil guy is 
going to get it 


LABORATORY B5 

As you step through the door into the 
corridor (Room 2) a beast will attack from 
above. Shoot it and its two waiting 
buddies further on. Pick up and use the 
green herb if you need to. Go into Room 3 
and around to the opposite door. Head 
into Room 5. Use the Weapon Box Key on 
the lit locker and take the Magnum parts. 
Go to the back of Room 7 and take the 
Lab Card Key from the desk. 

Now head over to Room 8. You will use 
the Lab Card Key. Avoid the dropping 
maggots and go through the door. You will 
be attacked by a huge moth. Blast it away. 
Shoot the slimy creatures on the computer 
terminal so you can use it. Enter the 
password you picked up earlier (GUEST) 
and you can have a free rein in the labs. Go 
back to the ladder in Room 1 and climb up. 
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Follow the corridor around to the platform 
and watch as you escape this nightmare. 


Don't argue with an angry woman with a gun 







centre point where you should activate the 
Emergency Ladder and then go down. 


on the floor. Take his Hand Gun Bullets. In 
the main office is the Valve Handle. Pick 
this up and go into the small office. Pick 
up the Hand Gun Bullets from 
the table. 

Behind the table is a 
jr Green Herb for your 

survival. There’s also a 
safe in here. You need 
to find the code 
(although you should 
know it from Leon’s A 

J game). Go through the 
door into the hallway. 

^ There are tons of 

zombies upon you 
/ instantly. Try to get 
through the small door 
. opposite as quickly 

as possible. You will 
£ now emerge in the 
S main room. Take 

m the Grenade 

? v Launcher from 

the ledge. 
There’s an 
Ink Ribbon 
here also 
and a save 
game 

typewriter. Go back the way you’ve just 
come to get back up to Police Station 2F. 
Get the Grenade Launcher and take out all 
of those zombies, if need be. 


Go to the computer and use the Blue Key 
Card to unlock a couple of doors. Head to 
the fountain in the centre of the room and 
place the Unicorn Medal in place to reveal 
the Precinct Key shaped like a Spade. 

Now we’re getting somewhere. 

Go into Room 5 and take the Police 
Memo which contains the safe 
combination. Use the lockpick on the desk 
and take the First Aid Spray. Head towards 
Room 7. Take the Hand Gun Bullets from 
the corpse in the corridor (Room 6) before 
you enter. To get inside use your newly 
acquired Precinct Key. Push the steps to 
the cabinet and climb. Take the lighter. 
Step down and take the Patrol Report from 
the shelves to the right of the steps. 

Follow the corridor onwards and after 
going through the door be prepared to 
attack two zombies which smash through 
the boarded windows as you near Room 9. 
Go into the room. Take the Operation 
Report from the messy desk at the back of 
the room. Head into the back section and 
use the lighter on the fireplace. Take the 
Red Jewel it reveals from behind the 
picture. Go to the far wall and take the 
Hand Gun Bullets from the ground. 

Now head to Room 11 where there’s 
two Green Herb outside the door and a 
storage chest in the room. You know what 
to do. Put the lighter away in the chest 
and take the Operation Report 2. Before 
leaving the room take the Hand Gun 
Bullets from the cabinet. Go up the 
staircase you avoided a moment ago. 


You take over from where the car crashed 
originally. Since the fire separates you 
from Leon you need to play through this 
disk also to be sure of completing 
the entire thing. 

Go down the street avoiding or 
blasting the attacking zombies. Go into 
the gate at the end of the street into 
another section in the street. At one end 
is a small hut. It’s locked so you need to 
go into the small room at the end of 
the area and pick up the Cabin Key 
from the desk. Go back out and use 
the key to get into the Cabin. 

There’s an Ink Ribbon on the 
desk and some Hand Gun Bullets 
next to it. Go through the 
opposite door and you’ll emerge 
in City Area 2 from Leon’s 
game. Shoot or avoid the 
zombies before climbing the 
stairs to Police Station 2F. 


Use the Valve Handle on the valve to put 
out the flames on the helicopter as you did 
before. Head back into the corridor. Don’t 
try to fight the big fella who smashes 
through into the station and head straight 
for Room 5. Inside take the Blue Card Key 
and then attempt to leave again. A Licker 
will drop through the glass dome above. 
Either avoid or blast it. Bear in mind that 
you’ll be back here quite soon. 

Go into Room 6. Take the Hand Gun 
Bullets, Secretary’s Diary A and the Ink 
Ribbon. Save your game if you wish. 
There’s also a Storage Chest in here to 
drop some items off. Put the Valve Handle 
in for now, but keep your Blue Key Card. 
Head out onto the balcony opposite and 
follow it around to the other side until you 
reach the wall. Shoot all the zombies, take 
the Unicorn Medal and go back to the 


After witnessing the helicopter crash you 
must go through the door into Room 2. 
Take the Green Herb if you need and then 
follow the corridor around. You’ll come 
across a dead body being feasted on by 
some crows. He’s holding some Hand Gun 
Bullets. You can either disturb the crows 
with a gunshot or try to run past. Either 
way they will attack so you may want to 
make a dash for the door into Room 3. At 
the top of the staircase is some green 
herb if you need it. Go down the stairs to 
Police Station IF. 


Don’t miss the key in the cabin on the right 


There are two Green Herbs available to be 
used before going through the door into 
Room 2. In the next room is a dead guard 


You don’t actually have to kill 
all the zombies, but it is fun 


Things start a little 
differently for Claire 






m 
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Claire warms her cockles by the fire 


Claire practices her bedside manner 



You will need to do the same as you did for 
Leon’s game to get the second Red Jewel 
from the statue again. Do it and go 
through the door Go into the first door you 
come across and you’ll be in the S.T.A.R.S. 
office where you meet up with Leon again. 
This is where the two stories overlap 
you see so you see both sides of 
the escape. Very clever. 

File Chris’s Diary which Leon 
gives you. Take the Precinct Key 
shaped like a diamond from the 
desk. Open the locker and 
out the Bow Gun. As you try to 
leave the room the fax 
machine will spring to life. 

Take and file the Internal 
investigation Report named 
Mail to Chris. As you leave 
the office you’ll see a little 
girl escaping from a hungry 
zombie. Shoot the zombie. 

Go through the doorway 
into Room 11 and blast 
the feasting flesh eaters. 

Go to the right and use 
lockpick on the desk with 
the urn on. Take the Hand 
Gun Bullets from the drawer. 

Go into Room 12. Go up the 
stairs and drop through the 
floor as you did with Leon. 

Press the red switch to move 
the first bookshelf aside. Go to 
the two shelves on the left 
move them over to the 
the switches. This will reveal the 
Serpent Stone in the 
compartment where the puzzle 
plan was shown. Take the stone 
and leave the room. Take the 
Herb if you wish. 

Head over the balcony again to 
Room 5 with your Red Jewels 
ready. Place them in the reliefs 
and take half of the Blue Stone. 

Head down to Police Station IF 
using the staircase in Room 3. 


Head straight for Room 13. When in Room 
2 however, open the safe with the 
combination you collected and take the 
Acid Rounds and the Police Station Map. 

In Room 13 you’ll find the Eagle Stone and 
some First Aid Spray. Take them and make 
over to Room 16 where you 
will use the Precinct Key to enter. 
Take the Bow Gun Bolts and the 
Film from the filing cabinet. In 
lockers with a broken lock by 
door to Room 17 is the Plastic 
Bomb you need to blow the section 
of wall by the helicopter away. Now 
need the detonator. You 
need to open the locker with 
lockpick and then open the 
drawer to reveal the Bomb. 
Take it and go into Room 17. 
Take the Memo To Leon 
the desk on the other 
of the room. 

Take the Hand Gun 
from the locker 
then enter the small 
where, presto, the 
Detonator is waiting 
on the desk. Take it. 
Unlock the door into Room 
and go through. Climb the 
emergency ladder. 


Room 5 where 
helicopter is and combine 
the Plastic Bomb and Detonator 
blow open the doorway to 
13. When you step into the 
room you’re met by the 
dastardly Brian Irons for the first 
After a chat head to Room 
16 where you should follow the 
footsteps into a dark section of the 
room. Switch the light on. Take 
the Secretary’s Diary B from 
the desk. Hiding in the 
corner of the room is that 
little girl again. This time 


she doesn’t get away. Sherry gives you 
more clues as to what is going on. Open 
the chest at the back of the room next to 
where Sherry was hiding. 

Take the Hand Gun Bullets. Head back 
to Room 14 where Brian Irons has now 
disappeared from. On his desk is the 
Precinct Key shaped like a Heart. Behind 
his chair is a picture. Press the button 
below it to reveal the slots for the Stones 
you’ve been collecting. Take the Chief’s 
Diary from the chair. Leave the room and 
head back to the first floor via the 
emergeny ladder. 


Head straight for Room 2 and use the 
Precinct Key to unlock the door. Go 
through. Shoot all the zombies. You now 
need that final Precinct Key. To get it 
head down the stairs to Police Station B1 
after picking up the Acid Rounds. 


Have your weapon of choice ready to 
destroy the zombies. Head into Room 2. 
Pick up the Green Herb if you need it and 
activate the power supply on the panel as 
before (up, down, up, down, up). Take the 
Police B1 map before leaving the room. 
Head into Room 3 and go down the ladder 
in the open manhole before the dogs 
attack. You will now be in the Sewage 
Disposal. 


You should follow the corridor and go into 
Room 2. Place any goodies in the storage 
chest and save your game if need be using 
the Ink Ribbon and typewriter. When you 
leave the room Sherry will appear again. 
She then goes through the small gap into 
Room 3 where you will take over control 
of her. Get on the lift up which will take 
her up to Room 4. Sherry only carries a 
First Aid Spray so run past the zombies 
who attempt to throw their vile guts up on 
the nipper as she dashes past. Go into 
Room 5. Ignore the control panel for now 
and do the box puzzle as you did in Leon’s 






Oh good, it’s the push the blocks around the 
statue puzzle, that’s taxing 


Claire wonders why Leon let an 11 year old kid run 
off into a zombie infested building 


game using Ada. Climb back to the 
control panel after lining them up to make 
a bridge and activate the switch to raise 
the water. Go across and pick up the final 
Precinct Key shaped like a club. 

Head back to Room 6 next and pick up 
the Grenade Rounds. Head back to Room 
2 where she will automatically throw both 
the key and ammo back for Claire to use. 
Leon will speak to you over the radio he 
gave you which means you can now get to 
the other side of the basement and to the 
sewers. Pick up your new items which 
Sherry threw through. Before you do 
anything however, you must go and use 
that new Precinct Key. Go back the way 
you came to Police Station Bl. 


Use the Precinct Key on the door to Room 
4 and go inside. Be ready with a powerful 
weapon as there are two Lickers inside 
intent on spoiling your day. Take the Red 
Card Key from the cupboard at the back of 
the room and make your way to the card 
reader you activated earlier. Use the Red 
Card Key to unlock the door. Go inside. 

Take the Hand Gun Bullets and Acid 
Rounds and head over to Room 8. In the 
alcove by the covered manhole is the 
Crank. Take it and go to Room 9. On the 
desk just outside the cells is another Film. 
Take it and check the cells. Take what 
herbs you need and the Bow Gun Bolts. 
Head back up to Police Station IF the 
way you came down before. 


Kill the zombies and go immediately into 
Room 18 using the Precinct Key. Go into 
the back of the room and take the 
Watchman’s Diary from the bed and the 
Acid Rounds off the bedside table. Go into 
the main room inside the Police Station 
and take the shortcut through Room 17 to 
get to Room 11. 

You now need both Films to take them 
into the Dark Room at the back. Develop 
and file the pictures. Make sure you have 


the Crank and the lighter for the next 
couple of tasks. Head for Room 15. Your 
final Precinct Key Is now useless. 

There’s a First Aid Spray behind the 
desk and some taps under the items on 
the walls. You first need to ignite the pilot 
to the left. Then switch the middle (12), 
the right (13) and left (11) on to make 
the Cogwheel fall from its mooring. You 
are attacked by that huge fella again who 
first bursts through Into the room. Pick 
up the Cogwheel before leaving as he 
doesn’t move too quickly. As you are 
running down the corridor he bursts 
through a wall again. Just keep running. 
He’ll get his soon enough. Head up to 
floor 3 which is accessed by going up the 
stairs In Room 12 on the second floor. 

POLICE STATION 3F 

Use the Crank on the slot in Room 2 to 
lower the wooden stairs. Go up the steps 
and place the Cogwheel in the circuit to 
complete the circuit. Press the switch to 
activate the wheels. The metal door 
moves aside and this now means that 
you have a chute down to Police Station 
Bl, but more Importantly before you can 
go down it there’s the second half of 
that Blue Stone. 

It’s time to go and put the lot of them 
in place. Head back down to the X 
second floor the way you’vejust / 
come ie. don’t go down the / 
chute. Head back to Room 14 / 
on Police Station 2F. 

POLICE STATION 2F 1 

When you reach Room 14 you’ll \ 
meet up with Sherry again and \ 1 

you’ll need to place all the stones 
in the slots. You need to combine the 
two Blue Stones (they become the 
Jaguar Stone) before they can be put in 
place. A secret door is revealed to you. 

Go inside and pick up the Mall to the 
Chief. Get on the lift. It takes you down 
to a section of Police Station Bl which 

u/'icn't conn in I cfoma 


POLICE STATION BI 

When you step into Room 11 you’ll be 
greeted by Chief Irons and a short 
breather while more storyline unfolds. 
Once it’s done pick up the Acid Rounds. 
Go over to where Brian Irons was taken 
and watch as only the top half of his body 
returns. This can only mean trouble. Go 
down the ladder! 

Equip yourself with a powerful weapon 
and blast the mutant you encounter. He 
takes a bit of killing but eventually he’ll 
fall from the platform. Go to the switch on 
the other end and push it. This lowers 
another ladder. Go back and collect Sherry 
before going back down and climbing it. 

5EWAGE DISPOSAL 

As you go into the next room Sherry will 
be dragged through the small drain. You’re 
on your own again. Go up onto the dry 
ledge and take the two Blue Herbs if need 
be. Go through the door. 

5EWERBI 

Take the Sewer Manager Fax from the 
desk and the Hand Gun Bullets from the 
bag. Head over to the storage chest and 
put any items inside you don’t need. Take 
the Lighter with you. Go to the lockers 

--v. and take out the First Aid 

Spray. Use the lockpick on 
\ the warehouse door and 
m \ go down the ladder 
\ into the room. 

Burning 
zombies taste 
great 


PC Games 

Solutions 
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SEWER B2 

Shoot the lone zombie and take the 
Grenade Rounds from the shelves in the 
far corner. Opposite the door to Room 2 
there are some Bow Gun Bolts on the 
shelves. Go back up the ladder to Sewer 


Nothin* iftside 


SEWER BI 

Make sure you have the Valve Handle in 
your possession and get on the lift and 
down into Sewer B2. 


More key based antics are 
revealed by the two rubies 


Putting the flames out opens up a new 
section of the police station, so get going 


to call it back. Go down the lift after 
taking the Vacant Factory Map and hand 
Gun Bullets. Go across the walkway and 
into Room 3. Take the Control Panel Key 
from the desk and activate the security 
camera on the back wall from the control 
panel. That big bloke is after you once 
again. Don’t hang around and fight just do 
your best to avoid him. 

Head back to Room 1. Use the Control 
Panel Key on the panel. Grab plenty of 
powerful weapons and ammo. Go back into 
Room 2, where the tractor has returned. 
Activate the power and you’ll get into the 
tractor. It’s time for a big fight. Use the 
Spark Shot against this huge beast as he’s 
a tough one. When he’s killed you will stop 
inside the laboratory. 


5EWER B2 

You will meet the injured Leon as you step 
off the lift. Take the Sewer map from the 
wall close to the door to Room 4. Take the 
Wolf Medal and the Acid Rounds from the 
two dead bodies in the alcove. Go into 
Room 5. Watch out for the huge spiders. 

By the waterfall is a panel where you 
should place the Wolf Medal to clear some 
space in your inventory. 

Head into Room 6. Here you will meet 
Annette Birkin who pulls herself out of the 
sludge. There’s some blue herb here which 
you can use but not pick up if you’ve been 
hit by the attacks of the spiders. Use the 
Valve Handle on the lit panel to lower the 
bridge so you can cross to the other side. 
There are two Green Herb here, a save 
point, Ink Ribbon and some Flame Rounds. 
This can only mean that there’s trouble 
ahead. You need to use the Valve handle 
on the slot to raise the bridge again before 
going through the door into Room 7. 

Go around and through the metal doors 
at the end. Cross the sewage pit and 
climb up onto dry land on the other side. 
Go up the ladder. Go across the bridge 
which you raised again and go left. 


5EWER B2 

Go back around to Room 5 and put the 
Eagle Medal in place. As you make your 
way around this time the zombies 
underwater come to life and attack. After 
the waterfall is stopped go through the 
door it reveals. Follow the path to the 
next door. Go through into Room 10 
where you need to call the Cable Car 
using the control panel. Sherry enters the 
room. Get onto the Cable Car and leave 
the sewers behind. 


VACANT FACTORY BI 

If you don’t still have the lighter at your 
disposal, go to where the flare gun is and 
pick up the Weapon Box Key where you 
picked it up from in Leon’s game. If you 
do, set the flare off and head to the 
glinting object. Go into Room 2. Go down 
the corridor, turn left and shoot the zombie. 

Follow the corridor and blast two more 
zombies. Take the Spark Shot from the 
corpse. You need 2 spaces fre in your 
inventory to do so. Head to Room 3. Go to 
the right and pick up the Green and Blue 
Herb if you need. Then go to the ladder 
and climb up. 


Step up onto the walkway and go through 
the vent into Room 2. Follow the corridor 
and go through the door into Room 3. 
There’s a storage chest in here and a 
Green Herb next to it. Push the block onto 
the lift and activate it. 


Push the block over to the corner where 
there are some barrels and a couple more 
crates to form a makeshift staircase. 
Don’t climb up yet as the door there is 
locked. Instead go around to the dead 
body and take the Report on P-Epsilon 
Gas. In the corner of the room are some 
Flame Rounds. Go back around to the lift 
and go down. 


SEWER BI 

At the top take the Sewer Manager Diary 
and the Eagle Medal. Go up the ladders 
after using the Valve Handle on the panel 
to stop the rotating fan. Climb the ladder 
and go through the vent. You are set upon 
by tons of insects. They’re simple to avoid. 
Go down the ladder at the other end. 


VACANT FACTORY IF 

Put any items you don't need into the 
storage chest. There’s plenty of ammo 
and a save typewriter here. Grab the 
goodies and step into Room 2. The tractor 
has gone since Leon has used it. You need 


Bit of an action shot from Claire 


Stop admiring the flashy fire effects and get the ruby 






Resident Evil 2 


Walkthrough 


There are 2 Lickers here to dispose of. 
Follow the path around to the Elevator 
Power switch and activate it. Go back up 
the way you came to Laboratory B1 and 
back through to Room 2. You can now get 
onto the lift. 


Ride the lift down. 


Go into Room 2 after taking care of the 
zombies wandering about. Take the Green 
Herb, Hand Gun Bullets from the locker 
and the Flame Rounds from the desk. 
There’s a save point here also along with 
an Ink Ribbon. Head into Room 3. Head to 
Room 5 and take the Fuse Case. Use it on 
the machine opposite to obtain the Main 
Fuse. Take the First Aid Spray and then 
head to the central area (Room 3) and put 
it in place to restore power. Now head to 
Room 7. Blast the three zombies away. 

Go to the computer where you switched 
the B.O.W. Gas Sprinkler system on in 
Leon’s game and take the Laboratory 
Security Manual. In the locker are some 
Bow Gun Bolts. Next to the dead scientist 
is a desk which has the Lab Card Key on. 
Pick it up and then take the User 
Registration from the bench. Go through 
the vent to Room 8. Blast the waiting 
Lickers. Step out of the room and go to 
Room 9. 

Inside are some mutant plants to take 
care of. Switch the light on and go into 
the area illuminated and take the Grenade 
Rounds. Open the shutter to get to Room 
10. Blast the plants away. In Room 10 
blast another plant and take the Green 
Herb if you wish. Go down the ladder. 



She might be little, but without her 
you’re not going to get anywhere 




You can pretty much run around 
these dogs and save some ammo 


attacked by three Lickers. One drops from 
the ceiling. Shoot the vermin. There are 
three Green Herbs here so you should 
collect these for later on. Go into Room 3 
where you can gain a Laboratory Map 
from the computer panel. There’s an Ink 
Ribbon, storage chest and save point here 
also. Make sure you have the Weapon Box 
Key before you leave. 

Head into Room 5 and discard the Lab 
Card Key. Inside you need to avoid or kill 
the Giant Moth. Then clear the computer 
termainl of maggots and input the User 
Registration Password (GUEST). You will 
then register your fingerprint. Now head to 
Room 8. In Room 6 you should use the 
Weapon Box Key and take the Grenade 
Rounds from inside. Inside Room 8 you’re 
greeted by a plethora of zombies. Get 
ready for action. Blast them and take the 
Power Control Key from the far desk. 

Head back to the lift again. You’ll meet 
Annette Birkin. Go up to Lab B4. 


Head to Room 11 which couldn’t be 
accessed in Leon’s game. You should have 
inputted his fingerprint so now all you 
need to do is enter yours to have access 
into the room. Inside are 3 Lickers. Blast 
them quickly and without fuss. Take the 
Sub Machine Gun. Go to the lift you came 
down on before. Ascend to the first floor. 


This time you need to climb up on the 
crate you positioned earlier. Go to the door 
and use the P. Control Key. Go into the 
room where you will see that big geezer 
again. After viewing the sequence you 
need to get out of there as the self 
destruct sequence has been initiated. Go 
to Lab B4. 


Head to Room 3 where you’ll see Sherry 
and Annette again. Annette dies. Take the 


going to get mauled 

Master Key and get back onto the lift. 

Use the Master Key on the panel and go 
all the way down. 


Go to the back of the train which isn’t 
powered just yet. Pick up the Platform 
Key and it’s a good idea to grab as much 
First Aid and ammo for powerful weapons 
as you can. Go out back onto the 
platform. Go over the footbridge after 
using the Platform Key. Go to the panel 
with a light on and open it. Take both the 
N Joint Plug and the S Joint Plug. Go into 
the next room. Place both plugs into the 
panel there. 

You have a big fight ahead. The blighter 
didn’t die when he fell into the lava. He’s 
back and he’s annoyed. He moves quickly 
and is powerful so you need to be quick 
on your feet. Shoot him a while and a 
stranger will throw down a Rocket 
Launcher for you. To get it you need to be 
quite some way from the beast. Just one 
shot will do the trick from there. Go back 
to the train. Blast all the zombies on the 
platform. Don’t waste the second Rocket 
Launcer shot however. Go to the control 
panel on the wall and open the gates. Go 
back inside the train and into the driver’s 
room. Activate the switch and escape the 
lab. All is not over however. 


Go out into the second carriage. The train 
will now detonate in two minutes and the 
mother of all zombies comes through and 
you can’t go back to the others. Blast it 
with the Rocket launcher and retreat to 
the carriage door. Fire the Sub Machine at 
it non stop until it’s no more. Go back to 
the other carriage and watch the movie as 
you scrape through to freedom with only 
seconds to spare. Phew! 

That WAS hard work! J 
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Floundering in Befhesda’s epic adventure? Well fear not, for 
help is close at hand in the form of our full walkthrough 


The start 

A S soon as you arrive in the harbour of Stros 
M’Kai you get your first taste of steel as your 
ship is attacked by two ruffians of the 
Restless League Pirates Guild. Sword fighting is an 
essential part of the game, so you better learn 
those keys fast, here’s some general advice on how 
to handle yourself. Using the Ctrl key and the arrow 
keys directs your sword thrust, while holding down 
the Alt key will defend against your enemy’s attack. 

Once you get the basics it’s time to get 
advanced. The Ctrl key will give you the basic 
single slash, hitting the Ctrl key twice will give you 
the double slash and hitting the Ctrl key three 
times gives you a triple whammy (this does the 
most damage although it also leaves you open to 
a counter-attack). For a power attack, just hit the 
forward arrow key and the single thrust Ctrl key to 
keep those pirates at bay. 

The Lunge Attack will keep Cyris a safe distance 
away from his attacker, use the forward arrow key 
and the double slash combination to achieve this. 
Side-stepping attacks, back-stepping incoming 
lunges and jumping are all excellent sword fighting 
techniques. Although jumping makes Cyris look 
like a fool, it is actually a very effective tool to 
use, just like in Quake. Or something. 



Better remember this lot, you're going to run into them later 
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Meet Tobias your old 
mate who brought 
you all this way 


If you want to get 
anywhere you’re going to 
have to talk to everyone 


You’re new in town? 


The snake charmer has the usual tail of woe 
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35] Walkthrough 


JO B€ HONEST, I’VG BOON HAVING 
TR.OUBI € FINDING SOMGONG JO J AKG JHG 
JOB. 


Once you are in Stros M’Kai, talk to 
everyone along the docks, starting with 
your Captain Bremen. He can give 
valuable information on the town, the 
location of the Dragon Tail Inn, what’s 
been going on during the Empire’s War 
and the Restless League. 

Now leave the ship and go and talk to 
everyone you might meet. Trivic is a good 
source of information, he’s walking along 
the docks waiting to get his boat 
repaired. It seems it was broken into a 
couple of nights before. You’ll also meet 
a friendly girl walking along the docks. 

She has valuable information on your 
missing sister and the local barkeep. She 
even knows Tobias, your contact in town. 

By the warehouse, you’ll meet a man 
offering you a job. It’s a quest to retrieve 
and deliver an amulet to the Governor of 
Stros M’Kai, accept the job but don’t go on 
the quest just yet... there’s still plenty to 
do. Go to the town square where you will 
notice many of the major buildings in town, 
most notably the Dragon Tail Inn. the 
Mages Guild, the Temple, the Bookstore, 


the Cartographer’s shop, the Silversmith 
shop and the General Goods Store. 

First make your way to the Dragon Tail 
Inn and talk to Tobias, your contact in 
town. He’s the one that informed you of 
your sister’s disappearance. You’ll also 
meet Drekkius the barkeep, a lizard from 
the Black Marsh. Talk to both of them. 

Pick a fight with the local boys in the 
tavern, this way you can practice those 
sword fighting techniques. Don’t worry, 
the local lads won’t kill you, only ruff you 
up a bit. It’s great practice to fight with 
multiple opponents, no matter how bad 
they are. Remember that the key to a 
sword fight is patience. Make sure you’re 
confident with your swash-buckling skills. 

After this go and talk to everyone about 
everything. Try entering a few of the 
buildings, although most are locked, and 
talk with the people there. Important 
people to talk to are the local drunk in 
town, Crendel, Brother Niddle in the 
temple, Mara (the local flower girl), 

Felicia, at the Mages Guild, Lakene, 

Makio (at the Cartographer’s Shop) and 


Gerric at the General Goods Store. You 
get the idea... 

Once you have enough information it’s 
time to go exploring along the island. 
Don’t stray too far off course or you just 
may run into some pirates or some very 
angry guards! Along the Ogre’s Tooth 
Mountains you’ll find an abandoned 
house. Inside are goodies, keep them all, 
especially the empty flask. If you go back 
to Gerric’s shop and buy aloe, you can 
mix it with pure water to create a healing 
potion. You can get water from the local 
well in town, by the Dragon Tail Inn. 

Make sure you talk to the parrot in 
Gerric’s shop, he has valuable 
information about your sister and her 
hidden stash of gold, although you have 
to rhyme to him to get him to talk. Gold 
is everywhere on the island, lying around 
on the ground, so just go grab some 
more when you run out. Explore 
everything and talk to everybody, this is 
the key to Redguard and to solving all 
the puzzles and mysteries. Buy all the 
books at the bookstore! 
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After getting your first mission go for it and head out of town 


After jumping all the bridges it’s time to pay the ferry man 


Skeletons aren’t hard at all and carry lots of health potions, obviously never thought of using them 


Hunding’s 
Artefact 

By now you may have noticed the huge 
statue of Hunding in the bay. To learn 
more about him, ask around. Still don’t 
know enough? Then go and buy the book 
on Redguard Heroes at Jeffer’s bookshop 
to learn even more. It seems Hunding 
defeated the goblins under Stros M’Kai 
with a power artefact which has been 
missing for years. 

Go to the warehouse, where the guy 
offered you a job about an amulet, and 
turn to the right. There should be a small 
building and behind it should be a small 
crate. Climb onto the box and up onto the 
roof. Once there, jump across to the 
balcony on the other building. Climb up on 
its roof and walk across the clothing line 


Izara’s 
hidden gold 

While talking to the parrot at Gerric’s 
shop, you will learn about Izara’s hidden 
gold. Make sure you buy a shovel, you’ll 
need it. To find the gold, exit Stros M’Kai 
and walk north until you reach a bridge. 
Don’t cross the bridge, but head west 
along the edge of the stream and you will 
come upon a statue of Hunding, a great 
hero of Hammerfell. It seems someone 
has knocked his head off. If you stand 
the way the head faces, walk 20 paces 
(in walk mode) and start digging you’ll 
find treasure. We’re talking 300 gold 
pieces, enough to buy all the things you 
want but didn’t have enough money for 
before. 

N’gasta 

Island_Part One 

Buy plenty of healing potions from the 
Mages Guild and practice up on your 
sword fighting before attempting this 


mission. To go to N’gasta’s Island, go 
across the bridge and head west until you 
reach a series of wooden bridges. But be 
careful, these bridges are old and rotten 
and will fall apart as you try to walk 
across them. The key here is to run and 
jump, and to save often. 

Once you reach the other side, you 
will find a Skeleton Boatman, 
tip him with your gold and he 
will take you to the island. 

Once there follow the path to 
a stone pavilion, there you 
will find several healing 
potions to help you on 
your journey. But 
beware, skeletons pop 
up out of the ground to kill 
you, along with zombies, 
which you can’t kill, but 
fortunately they are very slow. 

At the main gate turn right 
and walk along the edge of the 
wall until you find a skull lever, 
pull it and it will open a 
secret door. Go inside and 
get the gold, potions and 
most importantly the 


crowbar. Use the crowbar on the 
main gates to pry them open. 
Once inside, turn left and 
continue until you see a 
green building with a giant 
eyeball on top of it. 


Climb up 
the stairs 
and turn the 
wheel, which 
will turn the 
eyeball. You may 
notice the big 
green statue in 
the background 
move, run to it and 
jump on its back. Once 
there, climb up on its head and walk 
across to the main gates of 
N’gasta’s Tower. N’gasta is waiting 
there to talk to you. After this, return 
to Stros M’Kai, your adventure has 
just begun. But do not return the 
amulet to the Governor just yet, if 
you do the guards will chase you 
around for the rest of the game 
making your other quests quite 
frustrating and more difficult to 
complete. 
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rope and there you go! Kill the goblin 
waiting there for you and cross the 
bridge. To your right you will see a small 
locked gate. To your left, you will see two 
huge doors that are also locked. 

Once you have climbed up to the huge 
doors, jump across the ledge on the 
other side. There you will find several 
potions and gold. Now take a look 
down... it’s a fair drop. Mushrooms 
anyone? Jump off the ledge and bounce 
your way across the mushrooms to 
safety. The key to bouncing is once you 
hit the mushroom use your arrow keys to 
turn in the air to hit the next mushroom. 
Save before you jump. 


Go into the next room and kill some 
more goblins then climb upwards to a 
crossing bridge, but be careful vines 
shoot up out of the ground to attack you. 
Walk across the ledge and you will notice 
a scar in the wall, jump onto and hang 
your way across, watch out for those 
vines. Once across you fall into a room 
where the dead monk is. 

Here you will find his journal and you 
will learn all you need to about him and 
your sister. You will also learn about the 
Archmage’s Ring. Go to the locked door 
in the same room as the dead monk, and 
say the words... Ubula! The goblin will 
open the door, kill him! In the next room 
is a teleporter, jump on it and see where 
it takes you. One room will be by the 
main entrance. 

Remember the little locked 
cage door, well this is it, 
unlock it. You may also 
notice a huge crack in the 
wall. How do you get 
that open? Use the 
Hunding Artefact. 
Once you’re done, 
jump back on the 
teleporter and you 
may find yourself in 
locked cage, don’t 
worry soon the 
teleporter will kick in 
and you find yourself 
»ack in the first room. 


Turn up your 
brightness as it’s dark 
in these here caves 


to the next building. Tightrope-walk your 
way across. 

Once you’re on the next building, jump 
to the main gates of Stros M’kai. Walk as 
far as you can until you go no further. 
Jump off the wall and hang by your 
fingertips. Make your way along the edge, 
until you can climb back up. Walk to the 
statue and inside you will find the most 
treasured artefact of Hunding. To get 
down, you can either go back to the way 
you came, or just jump into the water! 


The Goblin Caves 

After talking to Brother Niddle and Mara 
the flower girl, you will learn of the 
disappearance of a monk from the local 
temple. It seems he had dealings with 
your sister. You will find out that a lot of 
people have disappeared lately. Go 
to the town’s gardens, Mara can 
tell you the way, and look closely 
at that waterfall. Notice 
something? There seems to 
be a small ledge under the 
waterfall. 

Run around to the other 
side of the bridge and 
jump in the water, swim to 
the edge of the falls and 
jump down. Once you’re on 
the ledge, climb down the 


cave under 
the water 
fall 
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Jump down the ledge and kill three 
goblins there, make sure you get those 
potions. You will come to a ledge that 
looks down onto a room, a strange 
building of some kind is there. You will 
find a barrel by the shore of this green 
river. Light the barrel with your torch and 
run, you should see a nice explosion. 

Now jump way across the floating pieces 
in the water to the beached ship on the 
ledge on the other side. 

If you look up you will notice a big hole 
in the ceiling. Look familiar? Yes it’s the 
same big hole you found in the ground 
out by the bridge. Now why is that there? 
Just light the barrels with your torch and 
run like hell! 

The bridge should explode, opening 
another doorway in another room. Go to it 
and enter the doorway. Eventually you will 
come to a room filled with mushrooms, 
go down there and kill the big green 
monster. You can’t really kill him, but you 
can put him to sleep. Go to the ledge and 
look down. More mushroom bouncing 
anyone? Bounce your way to a ledge all 
the way to your left. Once there, hang 
your way around until you get to a tunnel 
and jump in it. 

Walk to the next room, kill more green 
monsters and you should find a Skeleton 
Elevator. Take a ride down and kill two 
more goblins. Jump onto the cages 
hanging over the river and jump on the 
snail-like thing that swims by. It should 
take you to a wooden house submerged 
in the green gunk. 

Find the huge wheel under a ledge (on 
the shore in the north west corner from 
the house), climb down and turn it, a door 
should open. In this part be sure to save 
often and watch out for those vines and 
slippery ledges, it’s long way down! 

Afterwards you will come to a huge 
dam and a river of green gunk. Go down 
and kill any monsters or goblins you meet 
as per usual. 

Make your way along the side until you 
reach a room with a wheel. Turn the 
wheel and the dam will close. Now jump 
down into the empty riverbed and walk 
along its path until you find a dead 


Getting here requires one tricky jump 


goblin. He’ll have an important skeleton 
key on him. Climb back up and reopen 
the damn with the wheel. How do you get 
back across? 

You may notice that you can’t climb 
back up on the ledge you walked down 
on. So reopen the damn, climb up onto 
its doors and jump across them. This will 
get you to the other side. Kill the green 
monster under the mushrooms and the 
goblin by the door. Open the door with the 
skeleton key and enter the next room. 

Jump across the stones in the water 
and climb up on the ledge on the far side. 
Kill the goblin and walk across the 
skeleton bridge. Inside you should find a 
huge room supported by pillars in which 
the King of the Goblins resides. You can 
try and kill him, but you’ll fail! You need 
help, big help. Get him to swing his axe 
at the pillar and the ceiling will come 
tumbling down on him. Make sure you get 
out of the way. Also in this room is the 
dead Archmage Volo, get the ring off his 
body and make your way back across the 


skeleton bridge. It is possible to get the 
ring without killing the King of Goblins, 
but who would want to? 

Once you jump back across the river, 
you will see a teleporter in a locked 
cage to the far right wall. Go to it and 
turn the wheel, the door should open 
so get on it. Teleport your way back to 
the main entrance and leave the 
tunnels the way you came in, up the 
rope and jump down out of the 
waterfalls. 


Back in town 


again 

Go and talk to Brother Niddle, he’ll 
want to know what you have learned 
about the missing monk and the 
Archmages ring. Go and talk to Felicia 
at the Mage’s guild. Oh, and Drekkius 
at the Dragon Tail. Buy more potions 
and refill your empty flask. Speaking 
flasks... 
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him, he won’t tell you anything though. So 
go and talk to Trivic, the guy who’s 
waiting to get his boat repaired by the 
docks. It seems his boat was broken into 
a few nights back, and a map piece to 
the flask was stolen. The old drunk 
Crendel has it. 

Go back and talk to him and trick him 
into revealing the secret location of the 
map. Follow him, but stay a safe distance 
away. One he leads you into the park, 
wait until he leaves and then run in and 
dig up the missing piece to the puzzle. 
Now you should have two pieces, the 
cartographer’s map and Crendel’s 
stolen map piece. You can 


Get the goblin king to chop a pillar and crush himself 


The Flask 
(Part One) 


As you’re talking to the local townspeople 
you may happen upon the quest of the 
magical flask. Everyone has heard of it, 
but no one has found it. Go to the 
bookstore and buy the book of Elven 
Artefacts. Now go and take the book to 
Makio, the cartographer, and he can 
make you a map to the flask. This is but 
one piece to the puzzle though. 

Talk to the snake charmer in town, by 
giving him gold, he will tell you about 
Joto, a powerful mage that had dealings 
with your sister who is in jail. He has a 
piece of the map too. Don't try entering 


the jail, because the guards won’t let you 
in. Don’t worry, there are other pieces 
you have to get first. You can learn about 
another piece by talking to Drekkius at 
the Dragon Tail Inn, it seems the local 
drunk in town has another. Go and talk to 


Cheater’s corner 
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If you really want to speed through the game and can’t be bothered following the 
full walkthrough you can always cheat your way to success using these codes... To 
use them press F12 to display the console window. Then, type Item add cobject 
number> using a value from the following list: 

Object number 



Item Object number 

Gold.2 

Stoneskin potion.3 

Health potion.4 

Ring of invisibility.5 

Vola’s ring.6 

Sabre.7 

Rusty key.8 

Gold key.9 

Silver key.10 

Amulet.11 

Soul gem.12 

Soul sword.13 

Crowbar.14 

Peg rune.15 

Peg rune 2.16 

Peg rune 3.17 

Ore’s blood.19 

Ore’s blood with ?.20 

Spider’s milk.21 

Spider’s milk with ?.22 

Ectoplasm.23 

Ectoplasm with ?.24 

Hist sap.25 

Hist sap with ?.26 

Dwarven lore book.27 

Dwarven gear.28 

Glass vial.29 

Glass vial filled with elixir.30 

Iron weight.31 

Bucket.32 

Bucket full of water.33 

Gauntlet rune.34 

Elven artefact book.35 

Redguard heroes book.37 

Hammerfell book on flora.38 


Item 


Map from makio.39 

Leather pouch of gold.40 

Crendel’s stolen map.41 

Silver boat.42 

Shovel.43 

Aloe.44 

Torch.45 

Monocle eyepiece.46 

Flag.47 

Silver locket.48 

League insignia parchment.49 

Joto’s jail map.50 

Flask of lillandril.51 

Hundings talisman.52 

Izsara's journal.53 

Feather.54 

Kithral’s journal: The dead monk ....55 

Folks firmament book.56 

Izara's journal locked.57 

Star stone.58 

Key to warehouse.59 

Key Izara’s house.60 

Spell.61 

Glass bottle empty.64 

Glass bottle with water.65 

Glass bottle mixed with 

water and aloe.66 

Strength potion.67 

Bandage.68 

Bandage with blood.69 

Sabre.70 

Sabre.71 

Sabre.72 

Sabre.73 

Bone key.74 
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You better be good with your sword when you get to the Dwarven quest 


haven’t got a clue what this is about, but it’s near the Dwarven path 



Smuggler’s Den. If he won't talk to you, 
go and talk to the Silversmith woman 
again and then talk to Lakene. 

He will tell you he lost his wife’s iocket 
while playing cards to guy named Rollo. 
You won’t have seen him around town, 
because he stays in his house drinking all 
day. Unsurprisingly his house is located 
by the Dragon Tail Inn, across from the 
well in town. Go and talk to him, but he’ll 
tell you to sod off. He won’t budge to 
allow you to get at the locket, but Rollo 
should tell you, if you didn’t piss him off 
too soon, that he works for Gerric at the 
General Goods Store. 

Go and talk to Gerric about 
Rollo. Gerric should tell you 


learn of another piece by talking to Felicia 
at the mages guild, she tells you of a 
silver ship with a map on the bottom. 

So where’s the ship? Go and talk to 
the girl in the Silversmith’s shop. Seems 
she’s new in town, though she doesn't 
have a clue about any silver ship. Go to 
her house next door and you should find 
two guards tearing the place upside and 
down. So do away with the guards and go 
and talk to the lady again. She will thank 
you and give you a key to the warehouse. 

The Warehouse isn’t by the docks, it’s 
actually right behind her house. Just go 
around the building and open the door 
with her key. Inside are two chests, one 
with a potion in it and another behind 
some crates. Jump behind the crates and 
open the chest, inside is the silver ship. 

Now go and talk to Lakene, it seems he 
has the password into the local 

• If you are finding some jumps difficult to 
make - there are some very tricky ones 
- and you’re using a gamepad you might 
do well to try the keyboard. For example, 
the chandelier jumps in the final section 
of the game, the palace, are very tough. 

One of the guys in the office needed to make the jump using the keyboard, he 
reckons he couldn't do it with the joypad. Be warned! 

• Buy stuff! There are a number of items you should invest in since you’ll need 
them at one time or another. All the items below can be found at the General 
Store: 

Compass - use it to show the direction your facing, very handy for navigation. 
Shovel - needed when digging for treasure. 

Feather - not required but can make your travelling faster. 

Aloe - not required but can make healing a lot cheaper. 

Torch - required to complete some quests but you should find plenty in dungeons. 



about his friend at the bell tower. Go to 
the bell tower, across from the snake 
charmer, and talk to Favis. It seems his 
bell is broken, and he wants you to fix it. 
Climb up the rope and look at the bell, 
well nothing seems wrong with it. Jump to 
the ledge, and get the eyepiece lying 
there. Talk to Favis again and he’ll tell you 
about Pernell at the watchtower. 

Go to the docks where there are two 
buildings joined together by a walkway. In 
the basement of the first building is a 
chest with gold in it. Go upstairs and 
walk across the walkway to the other 
building. Inside is Pernell, he can’t see 
too well without his eyepiece so give him 
the one you found. Now go to the 
walkway and wave the flag. The bell 
starts ringing. Return the flag and run 
back to Rollo’s house. You should get 
there just in time as he leaves his 
house. Open the chest, get the locket 
and return it to Lakene. 

Now Lakene will give you the password 
to gain entrance to the Smuggler’s Den. 

Go to the den behind the cartographer’s 
shop and give the password... Spoon. 
Inside is a guy who knows your sister, 
looks like she was trying to buy 
something from him and gave him a 
parchment for his trouble. It has big letter 
R on the front, for the Restless League, it 
seems Izara your sister was working for 
them and then running from them. 

Now you should have four pieces of the 
map. But there are five and Joto in jail 
has the missing piece. Go and talk to the 
snake charmer again. 


• Explore... you can find a lot of interesting things around the island by exploring, 
some useful and some just for looks. This of course includes the odd gold purse 
lying around, very useful for buying healing potions. You can’t carry more than 
500 gold at any time mind you, although you can hold tons of potions so spend 
extra cash on these. 

• If you’ve become bored talking with people and would really like some action, 
there are a few quests you can do from the start. Talk to Kotaro (the bald guy 
sitting by the docks) and ask him about the job he’s offering (a great source of 
gold). Also, check out the goblin mines beneath the waterfall just West of town. 
Additionally, the Dwarven mines can be accessed with minimal preparation, so if 
it’s action you’re after straight off then these are the areas to head to. 


Old Woman shines 
(Part One] 

The snake charmer will tell of his friends 
camped out of the city. They are located 
to the north, across the bridge by the 
coastline. You should find the old woman 
drawing in the sand and her son. They 
should tell you about their troubles and 
how they need your help to free the soul 
of the old woman’s son from the evil of 
the soul snare. To help them, you need a 
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Find the doorway and use your book to translate the symbols 
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It’s all a bit of a mess, but they are ruins after all 



book on astrology from Jeffer’s bookstore 
and you need to visit the Observatory on 
the other side of the island. 

The Observatory 

Inside you will find an old elf who burnt 
his legs while trying to fix the broken 
telescope. He needs your help to fix the 
telescope and to do this you need a 
dwarven gear. This just happens to be in 
the dwarven ruins, it seems they 
disappeared a long time ago. Lakene 
knows all about them. 

The Dwarven 
Ruins 

Buy the book about Dwarven artefacts 
from the bookstore. Climb up the 
mountains and kill some guards. When 
you get to the door, go into the cave 
behind it and kill another guard. By the 
Dwarven crossbow is another door. Open 
the door by translating the words 
with your Dwarven 


book. Inside you will find two dead 
guards, don’t walk on the pressure 
plates, or you will end up just like them. 

Jump onto the broken pillars on the 
floor and then the ledge along the wall. 
Once you’re in the tunnel, jump over the 
hole in the floor, until you get to a room 
where there are railroad tracks above 
and a cart on the floor. Climb up on the 
cart and onto the railroad tracks. Jump 
across to the other side and turn left. 
Inside is a huge room with a waterfall, 
two golden statues and two guards. Kill 
the guards and look around the room. 
Notice the broken section and the door 
above it. Don’t worry, you can’t get to it, 
but there are several potions behind the 
broken section. 

To open the other two doors, stand on 
the pressure plate and the golden statues 
should move. Watch out for that sword. 
Inside one room, you have to jump across 
a chasm, jump across another chasm, 
swing on a rope, and turn a lever to open 
a locked door. To swing on ropes, just 

use the right and left 
arrow keys and then 
jump. Go back to 
the main room. 

Open the 
other door with 
the pressure 
plate and swing 
on the rope and 
exit through the 
door you opened. 
Inside is a big 
dwarven machine, 
drop down and kill 
the little robot there. 
You may also notice a 
chasm you can’t jump 
across. Hang from the 
ledge, drop down, jump 
forward to another ledge, 
jump on the pipe and then 
you’ve made it across. Go 
to the end of the hallway, 
jump down, kill the 
guard and climb up 
the rope. You may 
come to a room with 


several golden crossbows and a broken 
bridge. To get across, shoot the crossbow 
to the ledge on the other side. Now walk 
the pipes to the arrow shaft and jump 
onto to it. Jump up to the ledge and you 
can make it across. 

Beetle Puzzle 

You will come into this room you will 
notice two guards impaled on the wall 
and a giant beetle. Stand on the pressure 
plate and the beetle should move. Stand 
on it again and it should swing its head 
away from you. Now run to the back, 
climb up and jump on the head, once 
there, step backwards and fall off the 
head. The head should move, revealing a 
man-like noggin. 

Now run back and jump on the 
pressure plate again, this should swing 
the beetle back around until the head is 
facing you and the legs are away from 
you. Go back and jump on the chain 
facing the legs. 

Now run back to the pressure plate 
again until the beetle is standing upright 
on its legs. Then run to the platforms on 
the side and jump on those green things 
sticking out of his chest, this should 
release his arms. They should be 
holding the chains on each side now. 

Run back to the pressure plate, but be 
careful - remember those guards 
impaled on the walls. They didn’t just 
run into those spikes! 

Then turn the beetle again with the 
pressure plate until it is lying flat. Run 
over to the chain and pull it! This should 
make the legs fold back up and make the 
arms fall down. Finally, reactivate the legs 
and spin the beetle back up until he is 
standing upright again. This time his arms 
should be holding the middle chain and 
the door exiting the area should open. Go 
through to the next room. 


The first thing to do here is to turn the 
machine on round the back. There you will 
see a small golden building surrounded by 




73 


PC Carnes 











lava, jump across to it and turn the wheel. 
Secondly, run around the ruins and turn all 
the wheels, you will notice that they turn 
the pipes. Connect the pipes so that they 
join up to the centre pipe by the stairs 
that you first came in by. Keep turning the 
wheels until you can get two of the 
pedestals to lay down flat and the 
pedestal above the stairs. 

Thirdly, jump onto the golden building 
in the back and jump your way across the 
pedestals until you get to the walkway 
above the stairs. Run to the two towers 
and turn the wheels there, this should 
connect the pipes to the rest of the ruins. 
Jump back down. Then go back and redo 
everything that you have already done (we 
know, it’s laborious). 

On the right is a map of the puzzle, in 
the tower turn the pipes until they look 
just like the map. Once you have done it 
correctly you should see a little movie 
about some pedestals lowering in another 
room. Now leave the way you came in, 
back through the door. When you get to 
the room where the pedestals are, the 
ones you saw in the movie, jump on 
them. Jump across until you reach the 
chain hanging from the ceiling. 

Now swing across to the balcony and 
door. Inside this is room is a giant 
dwarven robot. To kill it, jump down and 
swing your sword at its left ankle. There 
should be a green button there, just hit it, 
and the robot should come tumbling down 
around you. Inside is the Dwarven gear 
you need to fix the telescope at the 
Observatory. 

The Observatory 
(Part Two) 

Place the gear back in the observatory. 
You can access the room with a secret 
panel on the floor. Jump across along 
the steam pipes until you get to the gear 
room. Don’t burn your legs! Once there, 
place the gear back into the slot and 
ride the elevator back up to the main 
floor. Now talk to the old elf and he will 
let you look through his telescope. 


Remember the old woman and her dead 
son! Hope you have that book on 
astrology. Look through the telescope 
and move it around until you find the 
Snake’s head and tail. Once you see it, 
go and help the old woman. 

The Old Woman's 
Stones (Part Two) 

As you are standing behind the old 
woman, place one stone to the dark circle 
to your left. The second stone should go 
to the square next to it, towards the 
centre. Once you have done this, the old 
woman will talk to you about soul stones. 

Joto in jail 

Now go and talk to Felicia in the Mages 
Guild about the soul stones. The 
Archmage will get very angry and 
polymorph you. Go around and try and 
talk to people, you will find out that you 
can’t. Go to the jail and jump through 
the window on the right to get inside. 

Find Joto. 

He won’t be able to understand you so 
you have to make your words sound like 
English. The right combination is Joto, 

Jail, help, Izara. The words should sound 
like Ch...ange...Me...Back. And Joto will. 
But watch out, Dram the dark elf is there 
and he’s gonna kill Joto. And you too, if 
you’re not quick with a sword. 

Exit the jail and run along the rooftops, 
fight the guards, and jump down onto 
Lakene’s house, and then onto his 
broken wagon to get back down onto the 
ground. You should now have all the 
pieces to the Flask Puzzle. 

The Flask Puzzle 
(Part Iwo) 

Add up all the numbers on the back of 
the pieces of the puzzle and go to 
Saintsport. Watch out, there are pirates 
everywhere looking for the flask. Go to 
the centre pavilion in Saintsport and look 


up and you should see a picture of the 
goddess Leki. Walk 63 paces forward and 
turn left and walk another 16 paces, slide 
down a hill and start digging. You should 
find the flask. 

The Lighthouse 

Can’t get into the lighthouse? Well you 
need to return the amulet to the 
Governor. 

Return the Amulet 

Once you return the amulet to the Gov, he 
will throw you into jail. Who could have 
guessed that? To escape the catacombs, 
talk to the guy in the room with you and 
he will give you a key to the lighthouse, it 
seems he is a member of the Restless 
League. Use the key he gives you to dig 
out a stone in the far wall, climb up on 
the stone and climb up the robe. 

Check the place out, kill any guards 
you come across and find the room with 
all your stuff in it. Everything should be 
there. The hardest part of the catacombs 
is the three doors you come to. Step on 
the pressure plates until you can get a 
door to open. 

Go through the rooms, past the traps 
and get the rune stones at the end of 
each three doors. Once you have all 
three runes, go to the Wheel, Lever and 
Door puzzle. To get through here, turn 
the wheel to five o’clock and place each 
rune in the slot according to its location 
on the Dwarven writings on the wall 
behind you. Once the door opens, exit 
the catacombs, and you get played a 
smart movie. 

The Lighthouse 
(Part Two) 

Use the key to enter the lighthouse and 
signal the Restless League. The old elf in 
the observatory is the key. The restless 
League ship should now come to shore, 
yes they can see the light even during the 
daytime. The woman on the ship will want 
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When you get around to dropping off the amulet head to palace 

proof of who you are... give her the 
parchment with the big letter R on it 
which you got from the Smuggler’s Den. 

Then she will take you to the Restless 
League’s secret hideout. 


The Restless 
League 

The first thing you need to do is to go 
and talk to the League’s leader. He’s 
located on the west end of the 
docks. Be careful here. Watch out 
for pirates with nasty short tempers. 

Once you find the leader, talk to 
him about your sister. Notice the 
guy standing next to him, well he 
has a score to settle with you. 

Remember those two pirates you 
killed on your way into Stros M’Kai? 

It seems they were his friends and 
he wants some serious revenge. 

He’s pretty tough. 

Once you’ve beaten him the leader 
will give you a bandage to heal your 
wounds. He will also ask you to go to 
Izara’s house and find her diary. Her 
house is located by the docks that you 
came in on, use the key to enter. Inside 
you will find her diary on the table. To 
open it, use the blood from your 
bandage on the lock. Read the dairy and 
watch the movie. 

N’gasla’s Island 
(Part Two) 

It seems N’Gasta has your sister. If you 
have the flask, go and kill him! Once you 
reach the tower, fight the two demons 
there, then get the vial and fill it with the 
potions. Pour the potion into the pit and 
jump onto it. It should throw you up onto 
a ledge. After you kill the fat git N’gasta, 
you need to mix a potion to get to his 
boss. Mix ores blood with amber, hist sap 
with the unicorn horn, and ectoplasm with 
the daedra heart. This will take you to the 
daedra lord Celis Vile. Talk to the guards 
and enter the door. Rescue your sister. 


You manage to annoy the governor and get thrown in jail 



The Governor, (he 
Dragon, and the 
catacombs (Part 
Two) 

Lastly you need to re-enter the catacombs 
and go through the doors that you couldn’t 
enter the first time round. Kill the Governor 
and the dark elf Dram. Now find the 
Dragon. To kill the dragon you need 
Hunding’s Artefact. Attack his belly, this 
means he can’t get at you, but you won’t 
be able to kill him with your weapon. Not 
until you stick it in the fire, keep attacking 


the fire until your sword gets white hot, 
then strike at the dragon, you should kill 
him fairly quickly like that. 

Now take the soulstone from the 
dragon back to the old woman and 
her son and watch a cool movie. 


The Palace 


This is the final section of the 
game. Enter the palace via 
the “back door”. Kill the 
many guards along your 
way to the kitchen area. 
Turn the wheel on the wall 
to remove the pot from the 
fire. Put out the fire and 
climb up the chimney to 
reach the large room to 
the North. 

Use the three 
chandeliers in the middle 
of the room to reach the 
open door to the East. Grab 
the silver key in this which 
opens most of the locked 
doors in the area. Open the 
locked door on the bottom level 
to the West in the large room and 
continue to the very big round room. 

Use the elevator to the top and pull 
the lever outside to lower the elevator. 

Return outside and take the elevator 
up to the hot air balloon. You face Dram 
at the top. He’s not that hard with your 
new sword and takes only about three 
hits before he disappears once again 
(chicken...). Continue on and face Richton 
on the balloon. 

He’s one of the tougher opponents so 
now would be a good time to use a 
strength and ironskin potion. As soon as 
you jump onto the balloon the structure 
behind you will collapse. When you climb 
onto the balloon he will begin to attack 
you. You first have to get over the railing 
before you draw which allows him a few 
free hits. He’s a good swordsman but 
doesn't move a lot and can be taken out 
with around 10 normal hits. Enjoy the 
ending cut-scene, I J w * 
you've earned it! 
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PC Games 






















O K, get ready for the full 

walkthrough for all 12 missions in 
Redline. So buckle up and prepare 
to cause some mayhem on the streets of 
Redline, but first a few general hints... 

First of all some basics for those who 
aren’t familiar with Quake games at all 
(Redline is of course half a Quake style 
game). When you’re playing a Quake 
style game you need to strafe (side¬ 
step) to avoid enemy attacks, so define 


The ever-busy PC Games 
Solutions monkeys have 
been beavering 
away at another 
full solution. 

This time it’s 
Accolade’s 
drive and shoot 
fest 


keys to strafe left and right and use the 
mouse to turn left and right. 

You can then circle-strafe by strafing 
one way and turning the opposite, this 
allows you to side-step an enemy's 
attack while keeping your crosshair on 
him and firing at him. 

Practice this technique on a pillar or 
some other stationary point until you 
get used to the idea, it may not seem 
easy at first but after a while it 


becomes very much second nature. 
Most importantly, save the game 
reasonably frequently, hit F6 to initiate 
a quick-save and do so fairly often so if 
you do cock up you don't have to go 
back too far. 

Use the handbrake - using it during 
car-combat or general driving will allow 
for more precise control of your vehicle. 
Mastery of this feature is a must for 
both single and multiplayer Redline. 


Redline 


The missions 

NOTE: This is only one way to play the 
game, there are many others and 
multiple solutions to the various puzzles 
you encounter. 

mission 

Stadium City 

Defeat Rant and the Red Sixers who 
have taken over the city. 


To find the Bike secret, when you are in 
the area you get accosted by the two 
Red Sixer Tarantula cars (not long after 
the start), there is a hidden entrance to 
an area that has a bike (the entrance is 
behind one of the outer columns). 

There’s another hidden area in the 
tunnel following this Tarantula fight, 
namely an entrance on the right side 
that leads to a portion of the city that 


Make sure you blast the 
barrel half way up the 
second tunnel to gain access 
to this cache of powerups 


houses multiple powerups, so make 
sure you pick these before you move 
onto the on-foot section. 

When it comes to fighting Rant, who 
is the Red Sixer leader, be sure to 


Blast the barrel to 
reveal this hidden 
entrance in the second 
open area on mission #1 


strafe all over the shop. His weapon 
will take a few seconds or so to 
charge up prior to firing so try to move 
out of the way just before the 
projectile reaches you. 


76 



Walkthrough 


• Use your radar. This in-car feature (also 
available as an on-foot power-up) will 
allow you to spot on-foot or in-car 
enemies, empty vehicles and help you 
use your vehicle’s side-firing weapons (if 
available). The radar also displays 
elevation of enemies and empty cars. A 
blip on the radar with an arrow pointing 
up indicates an enemy or car above 
your current location. A blip with an 
arrow pointing down indicates an enemy 
or car below you. The radar obviously 
has a limited range so it will not display 
all objects in the entire world. 

• Saw-Flying (NOTE: Multiplayer and 
Freakway only). What the hell is this? 
Well it’s a crucial feature of Redline that 
will keep you alive and get you out of 
tight spots. Saw-Flying allows you to 
traverse the terrain in a more efficient 
manner than just running around on 
foot. Select the Saw and fire it up. 

With the Saw activated, run forward 


and jump. As long as the Saw is 
activated you will be able to fly around, 
but be aware that the Saw has a 
battery that must be recharged. Try 
pumping the Saw Oust using it in blasts) 
to sustain longer flights. 

• Powerups. Besides your normal health 
and ammo powerups, Redline features 
additional powerups you may or may 
not be familiar with, here’s a full list so 
you know exactly what you’re getting 
yourself into: 

Car Armour: These light blue spherical 
globes will restore all armour. 

Car Ammo: These powerups are red in 
appearance and replenish all ammo. 

Car Alarm: Driving over this dark blue 
sphere will arm your current vehicle with 
an anti-carjacking device. Upon entry of 
this vehicle by persons other than 
yourself the alarm will detonate a 
bomb. NOTE: Multiple cars can be 
armed at any given time, but when the 
player dies the Car Alarm is forfeit and 
will be set off the next time anyone 
enters the vehicle. 

Radar: This allows the player to use a 
radar as if he were in a vehicle. 

Radar Stealth: This powerup makes the 
player "invisible” on his opponent’s 


radar. Any IR tracking weapons will be 
neutralised, but heat seekers and psi 
shots can still track the player. 

Weapon Targeting: This valuable 
powerup will make all the player’s on- 
foot weapons track to an enemy in the 
player’s field of vision (a targeting 
reticule will appear on enemies). 

Players possessing this will have a 
green glow about them so beware. 
Weapons Supercharge: When this is 
picked up all weapons will do twice the 
amount of damage they normally would. 
Players will have a red glow for the 
duration of the powerup, just like the 
quad it brings a warm glow to the 
cockles of any Quaker’s heart. 

Energy Armour: This is basically 
invincibility. Do not shoot any players 
who have the yellow glow as your 
weapons will have no effect. 

NOTE: Radar, Radar Stealth, Weapon 
Targeting, Weapons Supercharged and 
Energy Armour are ALL on-foot powerups 
and have a limited duration. All of the 
above mentioned effects do NOT affect 
the player when he is in a vehicle or turret. 
However when the player is in a vehicle or 
turret, the powerup(s) in possession will 
not run down until the player is on-foot. 


MISSION S 


Yahoos 


Destroy all Accumulators in the city 

Taking out the Turrets - in the 
ambush area, shooting the 
“glowing” tank on the wall will 
destroy everything in the — 

general area. There are also / 
“glowing” barrels below / 
the turret on the right / 
which if shot will / 

destroy the turret / 

above, use these. / 

After dropping ' 

into the hole that is 
created by the 
destruction of the 
second 

accumulator you 

will notice a garage \ ^ 

door with a crack in \ 

it that is located \ 

directly across the \ 

street from the room \ ^ 

you dropped into. 

Shoot the door to reveal Ns \i 
the Leper Banshee bike. There is 
a secret a little further along the 


Another glowing tank hides 
a cache of powerups 


I line - Dean (who is an 
/ MIA Company member) 

/ can be found in the area 
/ where the third 
/ accumulator is located. 

/ You’ll need to search the 
w /concrete slabs to find the 
f /entrance to Dean’s holding cell. 

Freeing Dean will result in an 
alternate ending to this scenario. 
There’s a Hidden Car secret in the area 


Shoot the glowing barrels to 
quickly take out the turrets 


where accumulators 4-6 reside, 
another “glowing” tank is located in 
the far corner which hides a Leper 
Mantis and powerups. 

When you come to the final 
accumulator this one is a little 
different from the others. First, 
shoot the explosives blocking the 
way inside the base of the 
accumulator. Next, drive inside and 
destroy the three accumulator posts. 
Now you must quickly exit the 
construction site before the 
accumulator explodes. 



o 

o 

o 
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Solutions 













Toxicorp 


heading toward a computer panel. If he 
reaches the computer panel unmolested, 
he will sound an alarm and release the 
Dragoon waiting up above in the rafters. 
Your Saw-Blade and Machine Gun will have 
no effect on the Dragoon. Make sure you 
kill the foot soldier or destroy the panel to 
avoid the confrontation with the Dragoon. 

While exploring the lower base of the 
Templars you will run across a door that 
definitely looks broken (it has a crack 
with sparks flying). You may get the “Tool” 
vocal from Liddy, which means you need 
to use either a rocket or grenade to blast 
through the door. Search the other rooms 
to find the appropriate ammo. Further on 
the turret on the catwalk can be accessed 


Find and retrieve Uddy's stolen vehicle. 


If your cover is blown and the front gate 
gets locked down, the second guard 
shack has a switch that will give you 
access to the manual override. You’ll need 
to flip the manual override (located to the 
left of the gate) to open the front gate. 

To get into the Vent Entrance secret, 
destroy the last vent (the one farthest 
from the front gate) and drop in the secret 
vent shaft. Double-Damage and Minigun 
ammo can be collected in the room below. 

Once you have brought the underground 
generators back on line, you will gain 
access to the Barracks. Upon entering the 
Barracks, you will notice a foot soldier 


Make sure you shoot both sides of 
these computers in the control room 

by destroying all seven of the computers 
in the Control Room (three are to the left 
of the main yellow display and two are to 
the front, though you need to shoot both 
sides so that makes four). 

The turret can then be used to fight 
the Prototank rather than jumping into 
the Templar Warlock vehicle. The turret 
is the perfect neutraliser for the 
Prototank’s assault. 

After you’ve blown the tank up, get into 
the other massive tank jobbie and get out 
quick! There are only two more doors that 
you must deal with to get out of the base: 
1) the heavily armoured door that leads to 
the surface, and 2) the actual front gate. 
Both of these are easily handled by a 
single blast from the Orgone Cannon (hit 1 
on the keyboard to bring this baby up). If 
you do not want to leave in such haste, 
this is the perfect time to thrash the 
opposing Templars with Liddy’s coo! 

“toys” on the tank. 


The front gate to the Templar's base, 
watch out for their chief Simon (ahem) 


Gibbing some underground in the Templar’s base 



Blow this tank and get into 
the control room, shoot all 
the computors to lower the 
force fiolds on the floor 


Drive the van loaded with 
explosives into the core of the 
Accumulator Tower. 


Destroying the Coolant Tanks 
breaks the bars. Walk through the 
broken bars to activate the switch 
that gives access to the 
Observation Tower elevator. 

On the bridge that connects 
the Observation Tower with the 
Accumulator, there will be a 
Red Sixer Armadon impeding 
your progress. Liddy tells you 
to “punch it” so switch to the 
Company Van’s Gatling Guns 
and charge on firing! You will 
take a fair lick of damage, but 
hopefully you’ll survive the 
onslaught. NOTE: There are 
various methods to defeating 
the Armadon. Try different 
approaches to see what works 
for you. Also, be sure to have 
plenty of armour when going head-to-head 
against the Armadon or he will make 
quick work of you. 

At the finale of this mission be sure to 
gain lots of momentum when attempting 
to drop the van into the accumulator 
core (you must bail out of the van before 


Obviously in this mission you need to 
protect the van at all costs. During 
parts of this mission, there will be 
times when you must leave the van to 
activate switches, pickup powerups 
and so on. Try not to leave the van 
unprotected for long periods of time 
as your enemies will either try to 
destroy it or car jack it - both will 
result in an mission failure. 

In order to get the van to the top 
of the Accumulator you need to 
access the Observation Tower 
elevator. Here’s how you do this: 

Shoot the glowing tank on the side of 
the Control Room. 

Enter the Control Room and 
destroy all the computers. Destroying 
the computers lowers the blue force 
field beams (on the floor). 

Return to the van and drive below 
to the newly accessible area and 
shoot at the Coolant Tanks (which 
are on the other side of the bars). 


Blast the coolant tanks to get through these bars 


it completely falls into the accumulator). 
If you do not have enough speed built 
up, you will have to re-enter the van and 
try again (not to mention risk falling into 
the accumulator). Then get back to the 
lift pronto! 














Freakway 


Survive the arena-combat. 


Retrieve the EMP weapon. 


In this mission, because you are likely 
to be under fire from multiple angles, 
Saw-Flying becomes a crucial skill to 
use to get you out of a jam. There are 
also sniping platforms located in the 
first area which give you a chance to 
take out enemy from a safe distance. 

This mission is pretty 
straightforward in its goal - you’ve 
just got to survive, although this is 
easier said than done at times! Points 
to bear in mind are don’t grab all the 
powerups straight away, especially 
when it comes to the two car combat 
sections of this area, use them 
sensibly and you’ll be able to fight 
through much more easily. There are 


Clear out the parking lot - as you enter 
the parking lot area of the airport, you 
will be engaged by on-foot enemies, 
several vehicles and an under-mounted 
turret. Be sure to clear out this area first 
before driving the Toxlcorp fuel truck in 
front of the destructible wall (that gives 
access to the interior of the terminal). 
Using free look and/or the heat-seeking 
missiles of the Company Car will take 
care of the turret. 

Then get to the Roof. During a portion 
of the mission, a five-minute timer will 
be activated. Get yourself to the Control 
Tower as soon as possible. From here 
you need to jump out to a platform (just 
outside the tower) and make a beeline 
to the turret on the roof. 

Once you have entered the turret and 
fired your initial shot at the VTOL, a 30- 
second timer will be initiated. If you time 
it correctly you can bring down the VTOL 
in an area closer to the jump out point of 
the mission (the jump out mound is 
located near the area where the player 
originally jumped in) and this obviously 
makes for a quicker exit. It will take six 
shots from the Orgone Cannon to 
destroy the VTOL. 

When attempting to leave the airport, 
try to pickup as many of the EMPs as 
possible (you will need to use at least 
one to EMP an enemy out of his car). 

Use the newly acquired vehicle to jump 
out of the installation. 


It gets bloody gory on the Freakway 

a couple of secret vehicles that are well 
worth knowing about. One is at the very 
top of the first area (directly above the 
huge flame), a Red Sixer Armadon will 
become available in the second Area of 
combat (it would normally be blocked 
off by Redline beams around the hand 
structure In the second Area). 

Also on the road to Area 2 there are 
three switches located above the road. 
If all three are activated (by shooting 
them), you will be given a Templar 
Crusader which you can then use to try 
to clear Area 2 with. 


As soon as you can in 
area 1, get up on the 
platforms and snipe 


Challenge 


Defeat Bork and defend the Company outpost. 


You will see an orange pylon on your left, 
Make a hard left turn as soon as you 
pass the pylon (perpendicular to your 
original heading). 

As you approach the wall, you should 
see another orange pylon (this time on 
your right side). Make a hard right turn 
as soon as you pass the pylon 
(perpendicular to your current 
heading). 

The basic motion of the path through 
the pylons should be an “S” 
turn. Continue driving until 
you see Liddy’s tank on the 
side of the road. 

If you don’t uncover 
the above secret, Liddy 
will join you in his Tank. 

When you hear him say “I’m 
going for my rig hold the 
line”, this means you need to 
defend the outpost just a little 
longer. If you’re in pretty bad 
shape, Liddy can wrap up the 
remaining Armadons while you 
hide behind him. 


The most challenging part of this 
mission is killing Bork, the Company 
traitor. Once you have gotten his hit 
points down to a respectively low level 
and he looks in trouble, he calls in his 
Red Sixer buddies to bail him out. One 
strategy that works effectively is to get 
Bork to follow you. If you can evade his 
gattling gun bullets and IR missiles, you 
can lay mines that Bork will trip on as 
he follows you around. The cunning 
approach here is the best. Another thing 
that may help out while laying mines is 
switching to the Rear View Camera (F3). 

Something that might also help is to 
get hold of Liddy’s Tank, which can be 
found in a secret on the outskirts of the 
northern road leaving the Company 
outpost (the side where Bork starts 
during the challenge). It’s tricky getting 
to it because if you just drive out in that 
direction you will receive a mission fail 
for leaving the combat area. But not if 
you take the following precautions: 

Stay to the right side of the road when 
heading to Liddy’s Tank. 


Use the fuel truck to blast this 
section of the building open 


Shoot this bloody huge thing down! Get 
to the turret on the roof to blow it 


SoluHons 
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Area 51 


Race to the Company outpost before the bomb detonates. 


Infiltrate the innards of the Company HQ. 


Try and destroy the two tarantulas at the start. Destroying them 
has an effect later on in the mission. If both are not destroyed, 
an Armadon will block the first bridge. Try focusing on the 
closest one as the lead tarantula usually finds a mine and blows 
himself up. 

There's a secret here too. a model of Slave Zero can be found 
in the depths of one of the chasms. After the first jump, you will 
make your way to a narrow bridge you must cross. If you drive as 
far left as you can from the bridge, you will drop into the chasm 
containing Slave Zero. 


Destroying the turret is your first priority on this mission. Try to 
let Dean take on all of the Leper vehicles while you attack the 
turret. Try using an EMP on it. This will allow you to blow up the 
empty turret at your leisure. If you venture over to the crashed 
UFO, you can expose a hidden area (by destroying a panel on 
the UFO) that houses numerous powerups. 

When you meet the Leper field commander use the Gauss 
ammo and other high impact weapons on him. The Saw, 
Machine Gun bullets and Shotgun pellets will have no effect 
on him. 


MISSION ^ 


Find and retrieve the Serum. 


Sanctum 


Mow 'em down 

After opening the second gate, you will 
see a ramp similar to the one that was 
to be seen at the start of the mission. If 
you line up your vehicle so that it aims 
for the left side of the ramp, you can 
jump into a secret area where a Templar 
Warlock and various powerups can be 
found. This area can also be accessed 
from the other side of the street if you 
do not make the jump in (a wall with a 
crack in it exposes the hidden Warlock). 

There are two paths to the Sanctum 
building. The primary route is through 


Watch out for those bloody mines 

the Subway which results in the player 
using the EMP on a couple of Templar 
Warlocks guarding the entrance to the 
building. The secondary approach is through 
the minefield. If you can successfully 
navigate this area you will get to keep your 
current vehicle and an additional empty 
Warlock will be available by the last jump 
ramp. Choose your poison. 

Once you have made it to the lower area 
of the Sanctum building (where the elevator 
shaft is surrounded by flames), you will see 
crucified bodies hanging in various 


Leap out and open the gate near the start 

locations. Destroying all of them will 
give you access to a hidden area where 
Gauss Cannon ammo and other valuable 
items can be found. 

To gain access to the elevator to the 
Upper Sanctum you need to solve the 
Templar Initiation Ritual puzzle. What 
you must do is touch all four of the 
flaming hot spikes to activate them. You 
will incur minimal damage, but there is 
no way around it. 

The Shiva statue can only be 
destroyed by firing explosive weapons 
at its arms (Grenades, Rockets, and 
Gauss Cannon shots). Once the arms 
are destroyed repeat the procedure 
with the head section. 


Because you are timed for this mission, it is important to keep 
fights down to a minimum. The five minutes and 30 seconds 
allotted to get to the Company outpost is more than enough 
time...if used correctly. 




If you don't kill the Tarantulas early 
on then this git blocks the bridge 


Try not to stupidly fall 
off the bridge, like this 
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In the Underground Tunnels work your way to the bottom of 
the aliens’ lair rather quickly. This will minimise the damage 
sustained by the hordes of aliens. Stop only to pickup the 
necessary Alien Gun ammo and health powerups. 

During the final confrontation with the aliens, you have two 
objectives - to keep the aliens from destroying you and to find a 
way out. The second objective can be accomplished by shooting 
the hanging orb-like 
structures scattered 
about the ceiling. 

Once all of the orbs 
are activated (they 
will light up once 
shot), a glow will 
appear in the centre 
of the room - now is 
the time to run for it. 

Bloody hell, it’s big in here 










MISSION ^ 


Showdown 


MI5SI0N lft Barrage 


Infiltrate and destroy the Sixer accumulator and 
destroy the opposing accumulators. 


Defend the base and defeat the Red Sixer Gang 
Leader, Rant. 


At the start there is a secret - the briefing room is locked 
down, but it can be accessed by accomplishing a tricky task. In 
the area prior to where the player starts there is a window on 
the right wall. If you can position yourself in such a way that a 
peculiar piece of geometry is visible, you can then use the 
sniper rifle to shoot it and the Briefing Room doors will now 
open to reveal powerups. 

Again in the area prior to the player s start point, there is 
another peculiar piece of geometry which if shot will open an 
area with powerups. Look above and to the right of the briefing 
room area (while facing the briefing room). You will see the 
geometry which looks like a control panel. A secret 
compartment will open behind you to reveal Weapon Targeting 
and a Health powerup. 

After making your way topside, head straight for the turret on 
your left side (the one on the right is already manned). Hold off 

the Sixer forces for long enough to make ^- 

it to the final showdown against Rant, 

During the one-on-one fight with X 
Rant, blow up the car carcasses / g 
to powerup your van. Knowing / 
where the powerups are / 

located is crucial during the / 
fight against Rant. If you are 
having trouble, you could try 
fighting Rant in one of the \ 
other vehicles by powering it \ 
up. Defeat him and you’ve won \ 
the game. |*C \ 

C9 \ 


Take that you son of a. 


After passing the first gate, you will encounter three 
under-mounted turrets as well as vehicles and on-foot 
enemies. You can try to run the gauntlet to the 
Decontamination Room or methodically take out the 
turrets. To take out the turrets, try to position yourself 
with geometry blocking the turret’s blast while at the 
same time giving you a direct line of sight to them. If that 
fails, try using the EMP. You start the mission with one, 
but there is another hidden in the level. 

Once you have access to the Inner Accumulator, you will 
need to activate the second fire suppression switch. As 
you enter the area, you will notice a ledge on your right 
side. Follow the ledge all the way to the switch room, but 
be aware of enemies shooting rockets at you. 

Blast your way out - to gain access to the exterior of 
the accumulator, you must push one of the explosives 
close enough to the wall (with the crack in it) and 
detonate/shoot it. If you have any gauss cannon ammo 
left, you can also use it to blow through the wall. 

During the final scenario with the two opposing Orgone 
Cannons, try to lob your shots so that they hit the larger 
structures above the firing Cannons. Usually three shots a 
piece will do the trick. 


If you’re really stuck one of these codes will be handy. 
Hold down the GOD keys simultaneously to bring up the 
command line, and then tap in the following codes to get 
these respective cheats working: 


Argh, Medic, 
I’m down, etc 


IMMORTAL God Mode On 
MORTAL God Mode Off 

RETICLE Smart Reticle - turns red when over a 
target 

CAMERA On-Foot 3rd Person Camera 
ALLAMMO All On-Foot Weapons get max ammo 
RADAR On-Foot Radar 
DBDAMAGE On-Foot double-damage 
CW Max Car Weapons 
CA Max Car Ammo 

TARGETS Targeting for On-Foot Weapons 
STONEAGE Running person in place of car 
CAROFF No car geometry 
CARFLIP Flip car geometry 
WHEELSOFF Car wheels Off/On 
CARREVERSE Reverse car geometry 
TEAMBEYOND Loads a credits world of beyond games 
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□uncan Evans gives up on life and becomes a 
manager for fhree monfhs fo give you fhe 
definitive guide to the Eidos best seller 


Championship 
Manager 3 



T HE only trouble with a game like Championship Manager is 
that it’s so addictive and all consuming. You can never 
resist coming back to eke out a few more good results, to 
hunt down that star player from the Congo or win that trophy that 
has eluded you for the past 10 seasons. For experienced players 
it’s a challenge and for the newcomer CM3 is like getting in the 
bath only to find that you didn't put the hot water on and there 
are ice flows near the plug hole. 

This is a guide that should hopefully get you ready for the icy 
cold shock to the system that is playing CM3 by offering tips, 
tactics and strategies, a kind of computer goose fat to rub all 
over your body. 

I’m sure that most of you out there are fans of CM 97/98, so 
bear with us in certain sections because while CM3 may look a 
lot different, it isn't. Much of the game is either the same or an 
evolution of the CM2 engine. 

The first decisions to make are to do with how the game runs. 
Things like the size of the database, whether to run in a window 
or not, compressed text, flashing message and background 
matches. OK, the more matches you play the more results can 
be saved, but the longer it will take to load and save the game. 

Do you have a fast PC, by which I mean P300MHz, 64Mb ram 
and a fast IDE hard drive? Then insist on the maximum sized 
database and the biggest number of stored results. If you have a 
slow PC - anything less than that spec - go for smaller records 
and databases to help keep things moving. 

If you are intending to manage in foreign countries you can set 
the currency to that country. Don’t worry about this though, 
because you can change the currency at any point in the game 
through the Game Options button. Do you want to run the game 
in a window or full screen? If you are playing at work run it in a 
window, if playing at home run it full screen. Make sure you pick 
which ones suits you best first time though, because once 
configured some graphics cards won't accept the change from 
full screen to windowed. 



Game Settings 

Currency 

i Reset 

£ < 

Wages 

Weekly j Monthly Yearly 

Screen Mode 

•f>! Windowed 

Background Changes 

On Off 

Sound 

On Off 

Database 

, Normal t 

Matches Stored 

r^cTccc-] 

Auto Save 

fvery Month < 

Save Compressed 

v es No 

Flashing Text 

Off | On 

Background Matches 

Normal j Off High 

Print To 

Printer I • its Bom ! 


Cancel Ok 


Set up your game with an eye to how fast 
your PC will be able to process all the data 

Right, as a manager you have a choice of no fewer than 15 
leagues to pick from. The obvious choice to start with is the 
English league, which happily means all the divisions right down 
to the Conference. Scottish players may want to start with the 
Scottish league of course. The big question is what other leagues 
should be run and whether they should be run in the background 
or as full leagues. 

I would say either run other leagues in full or don’t run any 
others at all. because if a league is run in the background all the 
matches are played and there are extra players but you can’t get 
a job managing any of the teams. So, run any leagues as full 
competitions. How many though? For fast PCs with plenty of ram 
three or four leagues isn't too bad. For something like a P150 
with 32Mb of ram or, god forbid, 16Mb, the best bet is to just 
have the one main league. 


82 








Guide 



Check out how happy the board is with your performance and judge whether it’s time to move on 


£25k to £35k for good quality players, 
but the problem is getting them to sign 
personal terms and also being able to 
afford their wages. 

Go after the expensive signings first 
because how much you can pay in wages 
is based on what is in the bank. When 
there’s nothing left in the bank the 
salaries that can be offered are the basic 
minimum and many players, even the free 
signings, will expect a signing-on bonus. 
That has to be paid out of the bank 
account too. 

I have found though that a player 
wanting a small signing on fee will waive 
it if he is currently without a job, just to 
join a team. Those at a club will waive 
the signing on fee if you give them 
slightly more in the basic wage than they 
ask for. 

Unless you start with a good squad, 
the real key to success in the lower 
divisions is to get a couple of decent 
players in to keep your head above 
water, then sell your star players for 



Club selection 

Who are you going to manage? This is a 
big decision and will decide what kind of 
expectations and what kind of challenge 
you will face. Let’s start with the Division 
3 and Conference clubs. As soon as you 
take over any club the board gives its 
expectations for the coming season, so 
there's no saying you weren’t warned. 

To check on how the board thinks you 
are doing there are monthly bulletins in 
the news section and you can check 
yourself by clicking on your name on the 
control bar on the left then selecting 
Board Confidence. If things are looking 
bad and there's no chance of turning the 
team around it’s time to start applying for 
other jobs. 

There’s no need to worry about that 
until at least two thirds of the way through 
the season though. The expectations of 
the board range from attaining a 
reasonable league position to reaching the 
playoffs or gaining promotion. For most of 
the Div 3 and Conference clubs it’s mid¬ 
table mediocrity, but even that can be a 
struggle when you see what you have to 
work with. 

The starting bank balance can be as 
low as £100k but even this will disappear 
inside two months thanks to bills. The 
main objective is to quickly assess your 
squad, decide where the most pressing 
needs are and who you can get away with 
playing, and attempt to either fill the gaps 
with average players or sign up a good 
player for the defence, the midfield and 
the attack. 

If you already familiar with CM2, what 
constitutes a good player in the lower 


leagues here is going to come as a 
shock. The game is better structured so 
that half of the squad of a lower league 
club will consist of players with ratings 
of 1 and about as much football ability 
as a cabbage. 

Anyone with a 10 rating in a key 
position can be considered a regular 
starter. If you have any players with a 15 
in a key skill, they are a star. If you have 
just three of them spread throughout your 
team, promotion is virtually guaranteed. 
You can expect to have to pay around 


£400k a go. Sell two or three of them in 
the first season and all your debts will 
be paid off and there will be a tidy 
£500k in the bank for signings and, 
more importantly, higher wages. 

Of course it requires great skill to 
manipulate the transfer market, avoid 
going into a terminal slump because you 
don’t have any decent players left and to 
have replacements lined up. 

Take, for example, the Halifax squad. 
Most of these guys would be better off in 
a body bag, but by selling three players 
who performed well and thus attracted 
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Game 



Born 27.1.75 (Age 23). Italian. 



Evans 

Acceleration 

20 

Handling 


1 

Stamina 


16 


Adaptability 

3 

Heading 


8 

Strength 


15 

Competitions 

Aggression 

1? 

Influence 


3 

Tackling 


8 


Agility 

13 

Jumping 


9 

Teamwork 


14 


Anticipation 

11 

Marking 


8 

Technique 


14 

S Clubs 

Balance 

14 

Off The Ball 


13 

Versatility 


16 


Bravery 

Si 

Pace 


17 

Work Rate 


14 

Find 

| Creativity 

9 

Passing 


44 

Preferred Foot 

Right Only 


$ Crossing 

12 

Positioning 


7 

Form 



Gamo 

Determination 

12 

Reflexes 


1 

Morale 



Options 

Dribbling 

11 

Set Pieces 


12 

Condition 




Flair 

13 

Shooting 


10 
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\ o 0 

0 

0 

0 0 

0 
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0 0 




-/ Cup 


1 0 

0 

0 

0 0 

TO 

0 700 


Continental 









International 









j||Senior Club 







0 700 


Midfielder (Left) 


Back 


This guy is a typical Division 2 player - mediocre skill but excellent physical abilities 
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the attention of other teams - few people 
on a transfer list will do this - I was able, 
over the course of the season, to replace 
10 out of the original 11 first team 
squad. We failed in the playoffs but the 
next season we were runaway 
champions. Balance the needs of the 
board today with the chance of real 
success tomorrow. 

The trouble is that of course these 
lower league players are not highly 
valued initially and even when they are 
playing well their stock only rises at a 
reasonable rate. You don't want to let a 
good player go for only £100k. The trick 
then is to turn down a transfer bid as 
totally unacceptable - so that the club 
bidding knows you will sell if there is a 
higher offer. 

Go to your squad, click on the player 
in question and click on the Action 
button in the top right corner. Select Set 
Transfer Status from the drop down 
menu. Now adjust the player’s value 
upwards by £100k. 

If a player does well during a season 
you only need to reject a couple of 
offers and bump the price up, or shove 
it right up in the first place to sell that 
player for £300k to £600k. Do be 
realistic though since few clubs are 
going to bid £lm on a Division 3 or 
Conference player. 


PLAYING AT THE TOP 

Running a lower leagues club is a 
challenge in ingenuity and dogged 
perseverance. Managing Premier league 
or top Division 1 clubs is an exercise in 
developing tactics, signing red hot players 
and winning things. 

Even the least ambitious board will get 
bored with mid-table safety after a couple 
of years and yearn for European football 
and the chance of some trophies for the 
boardroom wall cabinet. Play as one of 
the very top teams in England, Scotland 
or Italy in particular and unless you bring 
home at least one trophy per season you 
will be out of a job. 

At least you can pay most wage 
demands, but bear in mind that once the 
bank balance has sunk to zilch, the 
minimum salary is only around £12k and 
few big names will come and play for 
that. Even then, you may offer Liverpool 
enough money for Michael Owen, but 
there's no way he’s going to play for 
Leicester. It doesn't matter what you offer 
him, he won’t come because he sees the 
club as having achieved nothing and you 
personally as having no reputation to 
speak of. 

Win some trophies and go back to 
those players a couple of years later in 
the game and you may find that their tune 
has changed. To check your current 

status as a manager click 
on your name and select 
Manager Stats from the 
menu. This gives your 
position and current 
reputation. Click on your 
own name to see your 
historical achievements. 



This player is used in a squac r otai on system 
This player is a backup for (he first team 
This player is a hot prospecs for the future 
This player is a decent young player 
This player is not needed by the club 

Transfer Status 

This player is transfer listed 
This player is available for loan 


Go to the Set Transfer Status screen and boost the 
value of a player upwards so you can clear your debts 

Of all the divisions to succeed in the 
hardest and the easiest is Division 2. It's 
the easiest if you take charge of Man 
City who have a good squad, as do 
Stoke, and Fulham who start with an 
amazing £10m and a chairman who will 
replenish the coffers whenever needed. 
You also get a free Harrods carrier bag. 
It's the hardest if you play ex-Conference 
teams Macclesfield, Wycombe or other 
cellar dwellers who start with little 
money, a small stadium and 
corresponding small fan base. 


Manager Stats 

Reputation in England 


t* Ph.l Mullen 
■*» Frank Grogan 
» Danny Bergara 
■ .** Wayne Harrison 
** Brendan Phillips 
w Peter Morns 
Ernie Moss 
Jim Harvey 
Kevan Keeian 
Hk Terry Brown 
ax Kevin Hadley 
» ^Shar.e Westley 
>gei Clough 
a« Korean Evans 
-• ws Mar* Gardiner 


! 


Go to the menu bar and select Manager 
Stats to see what your reputation is like 

There is another problem to be aware 
of. If a player is worth say £5m, and the 
club doesn’t want to sell him, you need to 
bid more money, probably around £20m, 
but your own board won't sanction that 
kind of spending unless the player you 
are buying is a regular international for 
their country. 


Handy little hints 


1. When the computer is processing 
data click and hold down on your 
name button and control will switch 
back to you, while the processing 
carries on in the top left corner of 
the screen. 



Poulon. A 'w <■ Williams. M 

Cressweii, R Darby. S 

Goodacre. S • c i *C Richards. T 

Rowe. R 


Click on your name when the computer is 
processing results and control will switch back 
to you 


2. When looking at a league table left 
click on a position number to see a 
chart showing the progress of that 
club through the season. On this 
chart click on a second team on the 
right hand side to see their progress 
compared to the first team. 



Click on the position number in the table to 
see a progress chart of the selected team 


3. Organise a friendly tournament at 
your ground in pre-season and invite 
a variety of clubs to take part. You 
get to try out players who would 
otherwise have been left on the 
bench and may actually be better 
because of all the hidden stats. Also, 
lower league clubs take note, you get 
the revenue from the gates. 


Configure Tournament 


Name 



Type 

League 


; Points For Win 

Twee 


Separator 

Goal Dill. 


Extra Time 

Hone 


Decider 



l Teams 

Fool 


Cancel 

IKiR ° k 


Organise a tournament at home to test out 
players and bring in a bit of revenue 
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The players 

So you thought your players had stats in 
the last game? Ha, that’s nothing 
compared to the stats overload in this 
one. The much maligned injury 
proneness rating has gone into the 
background while the original marking 
skill from CM2, dropped in 97/98, is 
back. On top of this there are new stats 
for jumping, teamwork, work rate and 
anticipation. 

The real shock though is behind the 
scenes. In CM2 there were four or so 
hidden stats, whereas in this game there 
are many more hidden ones that govern 
the character of a player. The player’s 
character is reflected in the match 
commentary so close attention needs to 
be paid here. These are the normal stats 
and what they mean is self-explanatory in 
most cases. 


| Saturday 
3.10.98 EVE 


Continue 

Game 


9 Duncan 
Evans 


Nations 
& Clubs 


Gamo 

Options 



Franck Silvestre (Montpellier) 


In juries & Bans 


History 



Born 5.4.67 (Age 31). 

French (11 caps). 


Acceleration 

.16 ' 

. Handling 

.1 

M Stamina 

19 

Adaptability 

iiHiis 

f Heading 


Strength 

15 

Aggression 


1 Influence 

TTT 

Tackfing 

15 

Agility 

tr 3 - 

Jumping 

. IS- j 

Teamwork 

20 

Anticipation 

1115 • 

Marking 

'"'*17 

Technique 

14 

Balance 


Off Tha Ball 

10’ i 

Versatility 

6 

Bravery 

^ JW7 

Pace 

9 * 

Work Rate 

14 

Creativity 

11 

Passing 

10 \ 

Preferred Foot 


Crossing 

/ 9 

Positioning 

16 

' Form 


Determination 

f 8 

Reflexes 

j 1 

Morale 


Dribbling 

10 

Set Pieces 

2 _ 

Condition 


Flair 

i. 8 

^Shooting 

/ JljftC 
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Non Competitive 

League 

Cup 

Continental 
International 
Senior Club 
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Defender (Centre) 

Back 


Check out all these stats - even World Cup stars don’t excel in every department 


i Mi 



Acceleration 

How quickly he can reach full speed from 
a standstill 

Adaptability 

How well he adapts to living in a country 
which isn’t his own 

Aggression 

How aggressive he is. Helps win the ball 

Agility 

How agile a goalkeeper is. Helps him get 
to the ball to try and make the save 

Anticipation 

How well he anticipates where the ball is 
going next. Very useful for strikers 

Balance 

How well he keeps his balance when 
challenged 

Bravery 

How brave he is in dangerous situations. 
Important at crosses 

Creativity 

How creative he is and able to see key 
passes and so on. Required for attacking 
midfielders 

Crossing 

How good he is at crossing the ball. 
Required by wingers 

Determination 

How determined he is to win 

Dribbling 

How good he is at dribbling with the ball. 
Only use the Run With Ball tactic for 
players with a good Dribbling skill 

Flair 

How likely he is to do the unexpected 

Handling 

How good a goalkeeper is at handling the 
ball 

Heading 

How good he is at heading the ball. This 
determines where the ball goes once won 
in the air 





Influence 

How well he leads and inspires his team 
mates. The stat for your captain 

Jumping 

How good he is at jumping for the ball. 
This sets whether he wins the ball 

Marking 

How good he is at marking opponents. 
Very handy for central defenders 

Off the Ball 

How good he is at moving into good 
attacking positions - the attacking version 
of Positioning will give a striker space and 
time to hit good shots 

Pace 

How fast he can run when at top speed 

Passing 

How accurately he can pass the ball. 
Essential for attacking 
midfielders 
Positioning 
How good he is at 
keeping a good 
defensive position - 
the defensive version 
of Off the Ball 
Reflexes 
How good the 
keeper is at making 
reflex saves 
Set Pieces 
How good he is at 
set pieces 
Shooting 
How good he is at 
shooting - combination 
of long shots and 
finishing 
Stamina 

How long he is able to play 
before tiring. Check out your 
squad condition at 70mins in a game 
to see who is flagging 


Strength 

How physically strong he is. Makes up 
for lack of skill in lower divisions 

Tackling 

How good he is at making tackles 

Teamwork 

How good he is at playing for the team 

Technique 

How good his technique and ball 
control is 

Versatility 

How easily he adapts to playing in 
unfamiliar positions 

Work Rate 

How hard he works in a match 
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So what stats are important for what 
players? These are the stats in order of 
importance, although some depend on 
the kind tactics you employ so it’s just a 
general ordering. 


GOALKEEPER 

Reflexes 

Handling 

Positioning 

Balance 

Bravery 


LEFT/RIGHT DEFENDERS 

Tackling 

Positioning 

Pace 

Heading 

Anticipation 

Strength 

Marking 


CENTRAL DEFENDERS 

Tackling 

Heading 

Marking 

Positioning 

Anticipation 

Teamwork 

Bravery 

Strength 


ATTACKING WINGERS 

Passing 

Crossing 

Shooting 

Speed 

Creativity 

Stamina 


ATTACKING MIDFIELD 

Passing 
Shooting 
Off the Ball 
Creativity 
Pace 

Teamwork 

Anticipation 


DEFENSIVE MIDFIELD 

Tackling 

Positioning 

Passing 

Heading 

Teamwork 


FAST STRIKER 

Shooting 

Anticipation 

Pace 

Acceleration 
Off the Ball 


TARGET STRIKER 

Heading 

Shooting 

Anticipation 

Passing 


What kind of squad you build up is 
down to you but the tactics you employ 
have to fit the kind of players you have. 
It’s no good playing direct balls up to 
your forwards if neither of them can 
head the ball, or in playing short 
passing football to two tall, 
cumbersome and slow strikers. Equally, 
if you’re playing outside midfield players 
in a winger role they should have the 
pace to run up the field and also have 
stamina, otherwise they will run out of 
steam. 

Lower league clubs should be more 
interested in direct football than 
anything else and ensure that the 
players in the squad are strong and 
dominating if not skilful. 

As if all these statistics weren’t 
enough there are stats for Pressure, 
Professionalism. Loyalty, 

Sportsmanship, Temperament, 
Consistency. Corners, Decisions, 
Dirtiness, Finishing, Free Kicks, Long 
Shots, Important Matches, Injury 
Proneness, One-on-ones, Penalties, 
Throw Ins and Vision. 

These stats are hidden to give a 
player character and can only really be 
discerned over time by watching the 
match commentary closely. They are 
important though so watch out for a 


back four or goalkeeper which goes to 
pieces in the last 10 minutes of a 
crunch game. These will have poor 
Pressure ratings. 

A player who wants a large signing 
on bonus and intends to only stay for 
two years is likely to have poor Loyalty 

- the name Emmerson springs to mind 

- and will jump ship for the next big 
signing on fee at the earliest 
opportunity. If the bail never gets in the 
box or is wasted from corners, look to 
change who is taking those set pieces 
because they may have a poor Corner 
rating. If your striker has good ratings 
but seems to miss sitters then it could 
be due to a poor Finishing rating - the 
name Cole springs to mind for this 
one. 

Players who disappear in big 
matches have low Important Match 
ratings while that ordinary winger with 
the average shooting stat who seems 
to bang them in from distance will 
probably have a high Long Shot rating. 
You should think about changing this 
player’s tactics so that he often shoots 
from distance to make the most of it. 

The Mark Hughes stats of 
Temperament (how he reacts when 
things go wrong), Decisions (reaction to 
the ref’s decisions), and Dirtiness (how 
many broken legs he scores during the 
season), can all be determined from 
the commentary. Watch when a player 
gets booked. If he blows his top and 
subsequently gets sent off he may 
have a poor Decisions rating. You can 
probably live with a player with a high 
Dirtiness rating if he is a great tackier 
and ball winner. I had one Algerian 
midfielder who was a combination of 
Roy Keane and the Terminator. Not only 
would he win the ball every time, but 
he would cripple anyone who came 
near him. I could live with the six red 
cards a season because he simply 
destroyed the opposition midfield. 
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1 1st 

David Greene 

Colchester 

6 

m 

[ 2nd 

Paul Holland 

Chesterfield 

5 

I, 

3rd 

Dean Peer 

Northampton 

5 

1 

4th 

Jamie Vincent 

Bournemouth 

4 


5th 

Matthew Lawrence 

Wycombe 

4 


j 6th 

Scott Fitzgerald 

Mlttwall 

4 


1 7th 

Guy Butters 

Gillingham 

4 


; 8th 

Eddie Howe 

Bournemouth 

4 


8th 

Shane Nicholson 

York 

4 


10th 

Ray Wallace 

Stoke 

4 


, tlth 

Mark Warren 

Notts C 

4 


12th 

Colin Murdock 

Preston 

4 


0th 

Steve Brown 

Wycombe 

3 


' Mth 

Wayne Evans 

Walsall 

3 
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Players with a hidden 
Dirtiness rating will 
pick up lots of yellow 
and red cards - my 
midfielder is doing 
quite well 
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THE BRAZILIAN EFFECT 

At some point in the game you will notice 
that a player has an icon next to his name 
entitled Unh. This means he is unhappy. 
This can be for a variety of reasons, from 
not playing enough, being jealous of the 
pay packet of other players, hating your 
stupid managerial guts or simply not getting 
the drink and drugs he thought he was 
signing up for when he joined. 

various factors can be assigned to 
different parts of the player character as 
follows, in order of importance and most 
likely cause of whinging. 



If your player was told he was an important first 
team player he expects to play regularly 


Squad status 

How he is perceived within the club. 
Remember when you signed him you said 
he was going to be an essential part of the 
club? And then you relegated him to the 
reserves? Now he’s fuming. 

Contract 

How happy the player is with his current 
contract. This is the Steve McManaman 
effect where it doesn’t matter how much 
you offer, he wants more than you can ever 
give him. 

Appearances 

How regularly he plays for the team. You 
can’t just stick him in every time he 
complains and then yank him out again if 
he was promised to be an essential cog in 
the wheel. 

Country 

How happy he is living in his current city 
and country. When you see the message 
that a player is having trouble adapting to 
the lifestyle of the country this means he 
isn’t fitting in. This is directly based on 
the Adaptability rating and the 
circumstances. Here’s a hint for you: If 
you hire a non-English speaking player, 
also hire a foreign coach of the same 
nationality who can speak that language 
and English so that the player’s wishes 


can be easily communicated and he feels 
at home. 

Languages 

Whether he can communicate with his 
manager and the rest of the team. If he 
can’t then problems as listed above may 
ensue. The above hint is equally applicable. 

Time at club 

Whether the player feels he has achieved 
all he can at his current club. 

Favourite staff 

Whether he likes any of his team mates. 
Foreign players stay happier if there is 
someone else of their nationality to play 
alongside. 

Disliked staff 

Whether he dislikes any of his team mates. 
Hire Iraqi and Iranian midfielders and see 
how well they get on together. Go on, it’ll 
be a laugh, honest. 

Players who are unhappy will ask to leave 
and won’t play as well as those who are 
happy. If you really want to keep the player 
try and give him what he wants, but if you 
really don’t care then send him to the 
reserves so he doesn’t upset any of the 
first team players, and put him on the 
transfer list. Oh. and hire a couple of 
blokes to mess him up a bit too. 


The training pitch 
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Training rears its head for the first time 
in Championship Manager 3 and this 


Assign your players fitness 
training at the start of the season 
or after an injury, then move on 


> 

Then, put goalkeepers under 
Goalkeeper training, defenders under 
General training, midfielders and young 
strikers under Skills training and strikers 
under Shooting, unless already very good 
(i.e. 17+) at shooting, in which case put 
them under Skills training too. 

Check your coaches out for what they 
are good at and edit a coach profile so 
that someone who is useless at coaching I 
goalies does not go near them. Try to get 
each coach to only teach things that he 
is good at. 

If you are short of a good coach in a 
particular department, go hire one. A 
good coach at a club In a lower division 
than yours will almost always leave, 
whether listed as interested or not, for 
just a modest salary increase. Lower 
league clubs can hire unemployed 
coaches for very little money. 


has been implemented in such a way 
that the user can either ignore it in 
which case your assistant manager, 
whatever coach is available, will keep 
your players training sensibly. 

If your players are down to a condition in 
the 50-70 per cent bracket by the 70th 
minute of a game they need to have their 
fitness improved. Put them on the fitness 
program by dragging the player name to 
the Fitness icon, in the Training section. 
Keep them at it until they improve. 


Coaches 


Fitness 


epir 


Set up your coaches to handle those areas they 
are good at - unless you only have one coach 
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The Transfer market 

Possible the very best feature of Championship Manager 2 was the 
transfer market. In CM3 it’s actually got better. There are two 
methods of tracking players down - the traditional search and filter 
engine and now, with scouts. Even the small clubs have a scout and 
the Premiership teams are likely to have five or six. 

To send scouts out to search for players simply click on your 
name on the control bar, then Player & Staff Search and then on 
one of the illuminated Scout buttons. Where a scout isn’t available 
the Scout button is dimmed. Click on the Search button, go down to 
Assign Scout and pick either a country or region to search. Select 
where you want the scout to go. 



Send your scouts out around the world to 
find useful players - this guy is off to Italy 

Where to send them? For a start I would have scouts out and 
about in those countries where you are also running a league. By 
running a league in that country you increase the number of players 
in the database so there are more for your scout to find. 

In CM 97/98 it was French players that were all the rage, but 
here in CM3 things are more evenly spread. For lower league clubs 
check out the North African region and see if you can tempt - you'll 
need to be able to pay decent wages - some Saudi players to come 
over. These have the advantages that they cost little in transfer 
cash and most can speak English well. If you find some mangy 
looking street kid from Morocco, bring him over and feed him raw 
meat then let him loose. 

For top clubs there are elderly Germans worth signing, especially 
defenders, creative Brazilians, there are some good Russians 
about, of course the expensive French and Italian stars are always 
there. For good quality players check out Portugal but for my money 
though, send your scout off to Argentina because there are some 
brilliant midfield players waiting to be signed up. 

Bear in mind that the more different nationalities and languages 
there are, the more difficult it is for the squad to play together 
initially. This is football remember, not the Foreign Legion. 

Also, before you go foreign player crazy do remember that only 
three non-EU players can be in the squad for any one game. And 
that unless your non-EU player takes part in 75 per cent of first 
team matches he is eligible for then his work permit will not be 
renewed at the end of 12 months. When that happens you can only 
sell him. so for that reason never have more than four foreigners on 
your books at once, unless of course you got them for free and 
don’t care what happens to them at the end of the year. 

Your scouts will report back on players who they think are 
worth looking at - and how accurate their assessment depends 
on their own personal stats. Bear in mind that they will list 
anyone who is even passable at any kind of skill. For lower 
league clubs the scouts are even more lax so expect to see 
recommendations for bricklayers. 


To find players yourself go to the Player & Staff Search screen 
and select Player Search. Now click on the Filters button. There are 
two screens of filters, a general one and one for the attributes you 
are interested in. Looking at this latter one, change the minimum 
value of attribute to what you want. For lower league clubs this 
should be 10, for Premier and Division 1 clubs it should be 15 or 
16. A tip here is that instead of clicking umpteen times on the plus 
symbol, click firstly on the name of the attribute itself and this will 
instantly set the value to 10. This can then be increased or 
decreased. 

The more attributes the fewer the players who will meet your 
expectations, and if demanding decent stats for four or five 
attributes it’s wise to click on the Match x/x button. Here you can 
match say, four from five, or three from five, and thus not miss out 
on a player just because he didn’t make the grade in one attribute 
but was fantastic at everything else. 



Search for the essential skill - passing in this case 
- but use other filters to check those stats 

Having found a list of players their details can be listed and the 
list of players sorted by any attribute or statistic. The best thing to 
do is just get all the key skills up for that position. So, when 
searching for midfielders say, set the search filter for a Passing of 
15 and then click on Scoring, Tackling. Creativity, Heading and 
Anticipation so that they have a minimum requirement of 2. 
Obviously they should be able to have a rating of at least 2 for each 
of those stats so no one will be excluded from the search result. If 
you then go to View and select Attributes and then in the Attributes 
box that appears select Filtered, all the important stats will be 
listed so that you can compare each midfielder in the search result 
engine. This way you can spot defensive and attacking midfielders 
at the same time. 



Use the filters cleverly to display the important 
stats for players found in the search engine 



























On the General page of Player Search 
are things like the value range of the 
players you are looking for and also options 
to list only the transfer listed players and 
nationality. If there aren’t any decent 
players who are transfer listed, repeat the 
search but display players who aren’t 
transfer listed. These will be more 
expensive to buy from their clubs than 
whatever the going rate for the player is, 
and then they may not want to come 
anyway, but that’s the risk you have with 
any player you approach. 

It’s also worth using the EU Only 
modifier just so that you can search 
inside the EU if you already have enough 
non-EU players. 



Set the country flag to EU national only if you 
already have enough foreign players 

So now you have a long list of players 
you want. In the CM2 series you could only 
offer the going rate. Now you can offer 
part-ex with cash, you can offer money 
after appearances and money after 
internationals. Most big clubs just want the 
money, unless you are offering a star name 
player for an average player of theirs. Or 
you offer a first team player in exchange 
with cash for a squad member of theirs. If 
the player you are after is listed, the club is 
more willing to do a deal to off-load him. If 
the player isn't listed then it will take large 
amounts of brute cash to pry them loose. 



First step in contract negotiations is to 
set the squad status of the player 

Once a bid has gone in and been 
accepted you have to offer the player a 
contract. This is a fine balancing act 
because the first thing to do is state his 
role at the club. If the player is under 21 
and plays for a small club he will be 
perfectly happy to accept his status of Hot 
Prospect, and be paid a lowly amount. 


Another Premiership player won’t accept 
this and will refuse to discuss the contract 
any further. Don’t pointlessly offer anyone 
the contract if they refuse to discuss the 
terms. Instead go back, click on Offer 
Contract again and try to offer a different 
role. Bear in mind the following: 

Indispensible to the club 

Will want top-whack wages, the biggest 
bonus and will whinge anytime he is left out 
of the team, but is the best incentive to get 
someone to join. 

Important first team player 
Accepts lower wages than the above, but 
will want to play all the time unless unfit or 
injured. This is the best general option. 
Squad rotational player 
Gets games every other week. Strikers and 
midfielders will want more basic money 
than if they were an important player 
because they have fewer opportunities to 
earn bonuses from assists and goals. On 
the plus side these are very easy to keep 
happy. 

Backup for the first team 

Only for players from much lower divisions 
than the one you are in, schoolboy or 
veteran players will accept this contract. 
They expect to get a game a couple of 
times a season when a rash of injuries has 
taken its toll on the first team squad. Can 
be paid peanuts though. Also, players right 
near the end of their career will often only 
sign for a big bonus and the odd game - 
they don’t want to have to run around 
every week. 

Hot prospect for the future 

Young players under 21 are better being 
offered this contract as they are more likely 
to accept it and will sit in the reserves or 
wait in the first team squad for a couple of 
seasons before starting to expect to make 
the breakthrough. You can also pay them 
peanuts. Honey roasted ones if they look 
like a star in the making. 

Decent young player 

This is a euphemism for boot boy. Any fool 
willing to sign up on this kind of contract 
knows that a life of penury and 
backbreaking labour awaits rather than any 
chance at football glory. 

Once you have set the club status it’s 
time to haggle over the terms and 
conditions. As mentioned, if the player 
doesn't want to discuss this any further 
then stop now. Otherwise they will state 
their wage and duration expectations, and 
may also ask for annoying clauses. The key 
here is to get them to sign, but don’t agree 
to things that you can’t live with. 

So, if they want a signing on fee but you 
have no money in the bank, cancel that 
part of the deal and offer them a bigger 
weekly wage instead. Conversely if the 
player wants more money each week than 


you can afford, offer them a bigger signing 
on fee. Obviously you can’t get away with 
offering them half of what they want 
because they will simply say no, but you 
can make a deal. 

If the player is getting on a bit sign them 
to a short term deal, or if they are a backup 
for your current squad, once again offer a 
short term deal only because in a couple of 
seasons you may have no use for them. 

Most of the time you don’t want to make 
a transfer public because other clubs will 
then bid for them as well. However, if a club 
won’t sell a player, then you should make 
the original offer public so as to unsettle 
the player and make him want to leave. 



This young player wants £1,600 as a first team 
member, or just £325 as a hot prospect 

On the contract clauses front, if your 
signing wants a minimum release fee 
clause, a non-promotion or a relegation 
release clause, adjust the amount of money 
required to buy them out of the contract via 
this clause to something silly if you don’t 
want them to go, or just a high value in 
case anyone really wants to pay over the 
odds for the player. When you start the 
game some players in your squad may be 
on a minimum release fee, so before they 
disappear for a fraction of their worth offer 
them a new contract where you pay them a 
few quid more a week, but remove the 
release clause. 



Don’t let players sign up with low minimum 
release fee - ramp it up to keep the player 

Sometimes what you offer a player can 
fall just short of what they want and they 
reject the contract but say they will 
negotiate. Pitch your next offer halfway 
between what you are offering and what 
they want, and because you only get the 
negotiation screen when you are very close, 
this will sway the balance. 
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PC Games 



POPULAR FORMATIONS 




Formations, tactics 
and games 

In the previous games in the series the 
right formation could count for more than 
the quality of the players in the game. If you 
had the better players and the formation 
either matched the opposition you were 
very likely to win. If, on the other hand, 
their weaker team played a formation that 
was guaranteed to negate yours you were 
in trouble. This is the case again in CM3, 
except that the game engine is much more 
sophisticated, takes into account far more 
variables at specific points in the game, 
and uses much more detailed and precise 
tactics from set formations. 

The standard formation in this game is a 
4-4-2 with no movement. The most popular 
general formation is the 4-4-2 with wingers 
who run forwards. This was the best tactic 
to play in CM2, and does well here, but 
countless other factors need to be 
considered. For a start there is the team 
instructions and then the individual player 
instructions. Let’s check out what the team 
instructions actually mean. 

PASSING 

Direct 

As the manual states this tactic may 
bypass the midfield and get the ball 
straight up to the forwards. Against other 
Premiership teams this is often too 
unsophisticated, but it can have its uses. 
If you have a static defensive three-man 
midfield, or are playing five at the back 
then it can be worth trying to hit the 
forward target men. Late on in a game, if 
the other team is ahead and simply 
holding back then this is very effective 
and will pin them down. Also if you are 
playing against a team with a five-man 
midfield it can be impossible to pass or 


run through it and thus the Direct tactic 
can work well. 

Long ball 

If you have a useless midfield, particularly 
in the lower divisions, play hit and hope 
football but ensure you have a big target 
man in the box to aim at otherwise it 
won’t work at all. 

Short 

Requires very good passers of the ball 
and a formation with players forming a grid 
so that they can move the ball between 
themselves. Can be used with formations 
like the 4-1-2-1-2 or 4-2-2-2 or 4-3-3. 

Mixed 

This is the default tactic where the 
players play the best ball under the 
circumstances. This tactic should be used 
unless you have developed a short 
passing game or need to play direct ball. 



Set the team instructions so that the tactics suit 
both the formation and the players available 

TACKUNG 

I always go in hard to win as much ball as 
possible through setting Tackling to hard 
and Pressing on. Yes your team will lead 
the league in yellow and red cards, but 
will play more effectively. In some games 
you can afford to play normal tackling, so 
switch as appropriate and if you're 
comfortably ahead there is no need to 
keep pressing. Most computer teams 
tackle and press normally. 


OFFSIDE TRAP 

If you have any slow defenders do not play 
this tactic as one of them will play the 
other team on and goals will follow. Also, 
check the opposition tactics before the 
game. If they have midfielders set to run 
forwards be wary about employing this 
tactic as well since they will simply run with 
the ball past your defenders. 

COUNTERATTACK 

The manual hints at what you need to do to 
get this tactic to work and that is to alter 
the default positions of where your players 
stand with the ball and without it. You need 
to have fast players and good passers so 
that you can get the ball to the strikers very 
quickly and let them run up field on the 
counter. More often than not this tactic 
doesn’t work effectively and simply strings 
your team out leaving them open to be 
attacked again. 

If you go to the Tactics screen you can 
see your team listed on the left and the 
formation on the right. In the formation 
screen left click and drag a player to move 
his position, right click and drag to set a 
running path, just like CM2. Now go to With 
Ball and Without Ball and you will see 
where your players will stand depending on 
what part of the pitch the ball is in. To 
move a player left click and drag once 
more, to select a different zone simply right 
click on the area to edit. 

The team instructions menu is 
available under the Formation bar on this 
Tactics screen. To set individual tactics 
right click on a player name. Now you will 
see that the player can be left to adopt 
the team’s tactics of passing, pressing 
and tackling or can be given unique 
instructions. This is useful for lower 
league clubs who need to play direct 
football, but can have their one star 
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passer set up on his own to make use of 
his abilities. 

The Free Role setting means that the 
player will wander around the pitch. Do not 
use this tactic on defenders, or on defensive 
midfielders with a poor Positional rating. 
Don’t use it on attacking midfielders or 
strikers with a poor Off the Ball rating 
because they will simply never get in the 
right position. 

Forward runs and running with the ball are 
key tactics to tie in with your formation and 
overall playing style. If your central 
midfielders have been told to pass to the 
wings and let them run, you don’t want them 
to go on forward runs or to run with the ball. 
Equally, if you want to press on, particularly 
against a team that is sitting back, get your 
midfielders to get forward - especially those 
that can shoot. Also, if you only have one 
man up front then you need the midfielders 
to arrive carrying the ball. As I said, what you 
get players to do has to be tied into what 
your overall formation and playing style is. 

If losing late on getting the players to try 
long shots is only worthwhile if they have 
better than average shooting skills, 
otherwise they will just waste possession. 
Use this carefully, try out different players 
to see who is good at long shooting (which 
is a hidden stat) and then let one or two 
players do it. 



Set the tactics for an individual player to take 
account of their skills - like shooting from distance 


The marking tactic is a great addition to 
the game and is usually set at zonal for 
most players and none for the strikers, 
and maybe the wingers if they are not 
good markers or tacklers. When up 
against a particularly dangerous opposing 
player it is worth setting a central 
defender to man mark him specifically, 
and also a defensive midfielder too. Don’t 
set both central defenders to mark one 
man because it will leave room for the 
other strikers, or in the case of a 4-5-1 
formation I played it against, the 
midfielders running forwards with the ball 
will have a field day. If your player has a 
poor marking skill then there is also no 
point in trying man for man marking. 
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Get your central defender to man mark opposition 
players who are particularly dangerous 

The key to success in the game is to 
examine the players you have, adopt the 
formation that uses the best ones and 
employ the tactics that fit that formation. 

For lower league clubs it’s a more basic 
approach because you don't have the 
quality to try fancy tactics. Just win the ball, 
get it to the best midfielder or straight up to 
the forwards. 

COMMENTARY 

So how can you tell whether what you 
have planned is working or not? Simply 
read the match commentary. This is much 


more closely aligned to what the game 
engine is doing than the last version, 
where by 97/98 the messages were 
almost entirely meaningless. 

Messages about successful tackles or 
players beating them will give you an 
indication of your defenders skill in 
comparison to the opposition player 
involved. Bear in mind that sometimes 
there may be a key player on the opposition 
who cannot be handled by a single 
defender. If he is running amok put two 
players on to man-mark him. If you’re 
already doing that check to make sure 
someone else on their team isn’t benefiting 
from the freedom. 

If opposition players are getting shots in 
but the commentary about the shots 
indicates that they had very little space 
then this indicates that your current tactic 
is successfully closing them down if not 
actually getting the ball from them. 



My striker had the ball but the defence closed him 
down before he got a shot in 


Messages about passes which lead to 
shots, especially where the commentary 
mentions easy chances or tap ins means 
that your midfield tactics and formation are 
working well. If you get lots of passes going 
astray it either means the strikers are being 
beaten to the ball or that your midfielders 
aren’t having enough time to make the 
telling ball. 

If you get messages about shots where 
a goalkeeper was off his line it tends to 
indicate that a striker with good anticipation 
and vision has spotted them and tried to 
take advantage. 

If all the shots that attackers are having 
indicate that they had little space to work 
in, the defence is closing them down. If this 
is the case it may help to find players with 
better Off the Ball ratings or to give the 
players movement runs to try and shake 
markers off them. If they have real pace 
give them the ball further back from the 
goal and let them run at the defenders with 
the ball. 

Watch and pay attention to the 
commentary and the opposition tactics 
compared to your own and don’t be afraid 
to make changes. Finally, just accept that 
some days the fates are with you and 
some days they aren’t, that's rrra 
life as football manager. t«n^ r 
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RollerCoaster 

Tycoon 

T’S time to try and please the masses and disprove the 
saying that goes something like ‘you can only please some of 
the people some of the time’ by making the most enjoyable 
theme park in the world. Mr Alton will be packing all his towers 
off to the job centre. 


Build the thrill seekers' utopia 
with PC Games Solutions' 
guide to Microprose's Theme 
Park wannabe 



There are a number of set rules that will 
help you build a world beating 
rollercoaster and not one that is going to 
kill your guests or scare everyone so 
much they won’t go near it again. It may 
sound great fun making a rollercoaster 
that’s going to hurtle around the track at 
over 70 miles an hour with neck breaking 
curves, but would you go on it? Three 
general points to follow are: 


GENERAL RIDE TIPS 


Building a classy ride is an art in itself 


1. Keep the top speed of any ride below 
60mph, even 40mph will upset some 
guests 

2. Never put tight turns or loops after very 
high drops, use meandering hills to slow 
down the carts 

3. Sudden turns and movements are more 
likely to induce unwanted upset stomachs 
so use gentle turns 


no 














MONEY MAHERS 

The amount you charge for entrance 
not only determines whether people will 
enter the park, but also how much they 
are willing to pay for rides within the 
park. Even for a relatively small park 
with just three or four rides you can 
charge £10 or £15; I’d suggest 
starting low and working up. At this 
level you can get away with charging 
£1 to £1.50 for small rides, £2 to £3 
for medium rides and up to £5 for 
rollercoasters and other large rides. 

If you get to the point where you 
have a park with over 10 rides you can 
charge £25 for entry, but you’ll find 
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people won't be willing 
to pay more than about 
£3 even for the large 
rollercoasters. When 
you get to an Alton 
Towers sized park with 
over 30 rides you can 
charge up to £50 to 
get in, but you’ll have 
to make many rides 
free, or charge no more 
than £2 for big rides. 

You will probably have to stick to the 
set prices for food, as many people will 
complain about over pricing, but check 
customer opinion as time goes on. 


Leaf y Lake - Finances 
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We’re all here to worship the 
God of the western world 


Build a few information kiosks, you can 
always increase the umbrella price by 
50p and get away with it and if it rains 
EVERYONE will buy one. 


MARKETING 

Once you’ve got yourself a decent sized theme park, with at least one major 
attraction such as a rollercoaster or log flume, to get a decent boost in the number of 
guests wandering around you will need to start a marketing campaign. 

The cheapest method and one that is pretty effective is to give away free tickets. 
Don’t expect a massive increase, but getting more people into your park will increase 
your profits from ride fares and shop sales. Through word of mouth your park will also 
attract more visitors. 

The single best way is to advertise your park, but obviously this is quite expensive. 
You will reap the rewards, however. Expect to see your gate takings more than double 
along with an increase in ride and shop sales. Usually a three-week campaign will 
also see the next month’s takings show an increase. Try a combined ticket give away 
and ad campaign for maximum increase in both takings and long term guest numbers. 


Leaf y Lake - Finances 
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You’ve got to speculate to accumulate, so when you’ve got a decent park tell people about it 


You can increase the reactions of your 
guests by building other rides and objects 
close to your rollercoaster. Placing trees 
alongside drops will greatly increase the 
feeling of speed as they whistle by. Making 
other rides pass close by also increases 
the guests’ excitement. So, in a large park, 
a monorail running past exciting rides will 
help your keep guests happy. 

Before you start building a new ride, 
save your game. Adjusting land, placing 
track and removing track can be a very 
costly exercise particularly if you start off 
building a big ride only to find it won’t fit. 

Try to build ride entrances about half a 
screen away from any food or drink shops. 
This not only reduces the risk of a guest 
getting on the ride with a belly full of pies, 
but also makes sure they are hungrier 
when they pass by the shop. 


OLD RIDE5 

You’ll find that the older a ride gets 
the less willing people are to spend 
money to go on it. For example, you 
may have a three year-old swing 
boat that people would only pay a 
pound to go on, but on the other 
side of the park you could build a 
brand new swing boat and charge 
£2.50 for it. Often the only way to 
get people to go on very old small 
rides is to make them free. 

If you get to this stage, normally 
after around three years, you should 
strongly consider dismantling the 
old ride and replacing it with a new 
one. Check for rides with very short 
or non existent queues. If you have 
a track ride, don’t trash it, just 
dismantle the track sections and 
you can get some cash back. 


HIRED HELP 

If you want a well maintained, clean park 
and for all your guests to be happy you are 
going to have to bring in some hired hands 
to look after all those paths, rides and 
people. As soon as you get some shops in 
you are going to have to hire at least one 
handyman. Make sure you un-tick the 
mowing lawns and watering plants option 
in the task window, otherwise they’ll 
spend all their time doing this. 

To make sure they do a good job use 
the path option to lock the handyman to 
the areas around the shop where most of 
the litter is dropped, keep an eye out and 
adjust the areas as necessary. As you 
add more shops drop in more handymen. 

If you have plenty of grass consider 
getting a handyman specifically set to 
mowing lawns. 

To keep your rides in top condition 
you’ll need a mechanic. Unless you have a 
straightforward open park you probably 
don’t want to leave your mechanics 
wandering around. Keeping them close to 
the rides means broken rides will be fixed 
much more quickly. 

It’s well worth locking the path of an 
engineer to a close group of four or five 
rides. If you have a single ride a long 
way away from the others consider 
getting an engineer specifically for that 
ride, you’ll probably add more rides 
nearby later on anyway. 



Keep them in one area and 
they’ll do a better job 


O 
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Solutions 



















Solutions 




General Tips 

SCROLLING FASTER 

Sick of waiting around while you scroll 
to the other side of your park? Don’t 
want to have to zoom out of the map 
and zoom back in on the new spot? To 
turbo boost your scrolling move the 
mouse to the edge of the screen so it 
starts to scroll, then press the same 
direction on the cursor keys. Hey 
presto, double speed scrolling. 



All Guests (Summarized) 


Thoughts 


‘I've already got e . 

‘This park is 

‘I need to go to the toilet” 

‘I'm not hungry” 

‘I'm not paving thatmuch t 


ic on Swinging Ship T 


If you want to advance your park you are going to have to come up with new ideas 
for rides, shops, features and improvements. It’s best if you concentrate on a 
specific research project, at the start of a park it’s worth while making sure you 
get an information kiosk research under the shop subject as they always make 
you money. Don’t bother with improvements until you have researched a good 
number of other rides. 


GUESTS' OPINIONS 

Possibly the best (and only) feedback you will get about your prices and rides is 
from the little people wandering around your park. At any time you can click on 
a guest and find out what they think of your park or the ride/shop they have 
just been to. 

However the best indicator is to use Rollercoaster Tycoon’s guest info tools. 
The one on the main tool bar will provide general guest information for the entire 
park and this’ll give you a good idea as to the general feeling and also indicate 
possible problems. Watch out for people complaining about prices, dirty paths, 
long waiting times and wanting to go home (indicates people are getting lost) 
and then do something about the problem. 

By clicking on a ride and going to the guest information tab you can find out 
what people think of a ride as they travel on it. If you have a new ride this helps 
you find out if it’s too intense. Watch their little faces and if people start turning 
green you’re in trouble. The other button shows which guests are currently 
thinking about that ride or shop and what they are thinking. 


Quests 




“I'm thirsty” 


“It's too crowded here” 


; “Roller Coaster 2 was greet” 
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“I'm not thirsty” 

“Twist 1 is really good volue” 


Take careful note of what your guests think about your park 


RESTARTING CRASHED RIDES 

If one of your rides has a major crash, 
possibly including loss of life (the 
PCGS record is 18 deaths), you may 
find you can’t get it to restart. Simply 
go to the ride’s View panel and double 
click the stop button, this will reset 
the ride and replace the carts. It could 
be that you’ll need to change the ride 
to make it safe for your park guests 
(either by redesigning it or reducing 
the number of carts), otherwise you 
risk another crash. People may also 
refuse to go on such a dangerous ride, 
in which case you’ll have to rebuild it. 


ROLLERCOASTER BLUES 


Not everyone likes a rollercoaster 
and many of your guests won’t be 
able to stomach many of your 
creations. These people want gentle 
rides and to look at the scenery, so 
give them just that. Make sure you 
have tamer rides, plenty of park 
benches, trees and theme 
architecture to keep them happy. 


VANDAL5 

So vandals are trashing your park. At 
the end of the day you only have 
yourself to blame, the reason being 
everyone hates your park so much 
they decided to do it over. You need 
to find out why they hate it and fix 
the problem. The usual problems are 
either over pricing or having a dirty 
park. Try adding security to 
vandalised areas. 











Car Aide \ has broken down 




if it starts raining 


Guide 


Level and build on the 
land next to the entrance 
of Diamond Heights 


The shuttle loop 
is a particularly 
good ride 


DIRTY PATHS 

One thing guests complain about more 
than anything else is dirty paths; 
rubbish gets strewn around from 
guests buying food and drinks and 
throwing them away on the floor. 
Provide plenty of bins near to food 
kiosks and drink outlets. You should 
also consider adding a handyman and 
fixing his path around the outlet as 
well. 


A NICE PARK 

You can keep people happier in your 
park if it's nice. Adding trees, statues, 
flowers and other bits of themed 
architecture makes ail your guests 
much happier to be in the park 


ENTERTAIN QUEUES 

If you have rides with very long 
queues, don’t let the waiting public 
get bored. Hire a dancing bear 
entertainer and get them to patrol the 
queue area to keep everyone happy. 


BENCHE5 ARE GREAT 

After trudging round a great big park 
for hours or after getting off a 
particularly nerve wracking ride, most 
people like to sit down and have a bit 
of a rest. Oddly enough the people in 
Rollercoaster Tycoon do exactly the 
same so put down plenty of benches, 
particularly around rides. 


* . 


NO ROOM LEFT? 

If you seem to be running out of room 
for rides why not consider building your 
rides underground? If you’ve got a 
dirty great big hill, tunnel into to it and 
have your ride running inside it. When 
entering or exiting a hill rides need a 
flat vertical face, so raise or lower the 
land accordingly 


Try and get Leafy Lakes looking like this 


The launch tower is another very popular attraction 


Rollercoaster Tycoon 
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Here for your delectation is a selection of 
specific mini tips you can use to hone the 
rides you build to perfection... 

ADDING EXCITEMENT 

Building an exciting ride isn’t purely about 
the number of loops, twists, turns and 
drops you include in the track layout. Try 
to think about what the riders will 
experience as they are riding and also 
what the ride looks like from nearby 
footpaths and other rides. The ride 
excitement rating in the game can be 
affected by many things and increasing 
the rating means your guests enjoy the 
ride more, will pay more and will probably 
come back to ride again. 


Here is a selection of ideas to try, each of 
which can add excitement to a ride: 



Build footpaths close to the ride or, even 
better, a bridge across the ride at an 


exciting point. This allows guests walking 
around the park to see the ride in action 
at close quarters and it may encourage 
them to try it out. This picture shows a 
log flume drop under a footbridge, allowing 
the guests to see the action and also 
adding to the excitement as riders dive 
under the footbridge. 



Use tunnels to make drops more exciting. 
A steep drop into a narrow tunnel can be 
much more thrilling than the same drop 
out in the open air. This doesn’t just apply 


to rollercoasters - this picture shows a 
log flume drop straight into a tunnel. 



With some rollercoaster types careful use 
of the “head-chopper” illusion can be used 
to spice up a ride. Here we see a car on a 
single-rail rollercoaster diving down under 
a monorail track - there’s plenty of 
clearance, but it doesn’t seem that way to 
the little guests rushing down the slope 
and it all adds to the excitement. 



Careful use of water can add interest and 
excitement to a ride. Here we see an 
inverted rollercoaster train rounding a 
bend at speed, with the riders’ legs very 
close to the water surface. 



Try to surprise the riders so they never 
quite know what to expect next. Here we 
see a wild-mouse style rollercoaster where 
the mine truck cars emerge from the dark 
tunnel at speed, round a 180-degree bend 
in the bright sunlight, then plunge back 
into the darkness again. 





Carefully combining two or more rides 
into the same area of land adds 
excitement to both rides. Here we can 
see a river rapids ride winding through a 
mine train rollercoaster track in a 
landscape modelled to resemble an 
abandoned mine. 


Clever use of themeing and scenery can 
make even the most mundane of rides a 
fun and exciting experience. Here we 
see a simple car ride enhanced by the 
use of scenery, themeing, variation in 
height and tunnels. 


Another example of adding excitement to 
the first drop of a rollercoaster here. Here 
we see a rollercoaster train dropping at 
speed into a tunnel, the excitement being 
enhanced further by the use of scenery. 


Let the guests see other rides (see top of 
next page). Here we see a log flume going 
through the vertical loop of a rollercoaster 
- imagine the log flume riders’ surprise 
when the rollercoaster train roars through 
the loop and over their heads! 











RollerCoaster Tycoon 



Here we see a steep drop followed by a 
sharp banked turn which the train will 
traverse at speed. Although the sharp 
banked corners can be very useful in a 
confined area and add to excitement 
towards the end of a ride, using them 
straight after a long drop will result in 
high G forces pushing the riders 
sideways and into their seats. To reduce 
these forces try to use larger radius 
curves where the train will be travelling 
at higher speeds. 


Use the gentle rides like monorail and 
miniature railway to allow people to see 
the best bits of the park. This will make 
the ride more exciting and will also 
entice them onto the more thrilling rides 
later. Here we see the riders on a 
monorail train passing near the vertical 
loop of a steel rollercoaster. 


REDUCING RIDE INTENSITY 

An intense ride can be fun, but 
there’s a thin line between pleasure 
and pain and if your ride is too 
intense you'll find that nobody will 


The entry speed to a vertical loop (or 
other inversions) is critical and can 
make the difference between the ride 



Sometimes the length of train can make 
all the difference to the intensity. A 
longer (and heavier) train will tend to run 
faster and produce higher forces, so try 
running shorter trains to reduce 
intensity. Be careful though, a shorter 
train might run so much slower that it 
doesn’t complete the circuit. 


Be careful how you use the sharp 
transitions between level and very steep 
slopes. If it's going just a bit too fast 
the positive and negative G forces can 
become far too high. Much better to use 
intermediate slope transitions to reduce 
the forces and provide a smoother ride. 


want to get on. As a general rule, if 
the intensity rating is over 10, the 
ride is probably painful rather than 
pleasurable and you’ll have to do 
some redesigning. 

Many things can make the ride too 
intense, but the usual culprits are the 
vertical (up-down) and lateral (side-to- 
side) accelerations (G forces). The 
peak values can be viewed on the 
statistics page on the ride 
information window and if the lateral 
Gs are above about 2.5. or negative 
vertical Gs exceed -2 the ride will be 
seriously uncomfortable for your 
guests. Excessive positive vertical Gs 
can be a problem as well, but short 
peaks of +6 or +7G can be tolerated. 

If you need to reduce the intensity 
of a ride use the acceleration graphs 
to locate the problem areas and then 
redesign the track to reduce the 
lateral or vertical G forces. Here are 
some examples of how to reduce 
intensity in some situations: 



being great fun or particularly 
uncomfortable. If the speed is too high 
try rebuilding the loop at a higher level 
so that the train loses enough speed by 
climbing the approach hill before 
entering the loop. 


Un-banked curves taken at speed can be 
uncomfortable, so where possible, try to 
use banked curves, or design the track 
so that the curves are taken slowly. 



Your skills as a rollercoaster designer 
will improve with practice, so don't 
despair if your first designs don’t work 
well or are far too intense. With a bit of 
practice you will soon know how to 
avoid the problems and build a fast, 
exciting and fun ride for the guests in 
the park. And you don’t need to avoid 
using loops, sharp turns and steep drops 
in order to keep the intensity reasonable 
- here is a large steel rollercoaster with 
steep drops, tight turns and 11 (yes, 11) 
inversions which still has an pg- 
intensity of less than 10. GS 
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Imperative: Explore 

I N Alpha Centauri the early race for territory 
significantly influences the rest of humanity’s history. 
You’ll want to build as many new bases as possible until 
you start bumping into rival factions and need to look 
to your defences. These bases define the extent of your 
borders and serve as the cornerstones of your empire 
as it grows. In order to formulate a good early 
expansion strategy, you will need to assess your 
starting location. 

Island starting location 

If you start on an island or small landmass you must 
quickly develop naval technology to move your colony 
pods to a more spacious area. Even a rudimentary navy 
can secure your supply routes between land bases and 
harass enemy terraforming activities, and render large 
defensive garrisons unnecessary. In this situation, 
assign your researchers to concentrate on “Explore" 
techs so they quickly discover Doctrine: Flexibility, 
allowing the Foil chassis and sea transports. 

Continent starting location 

A starting location on a continent can prove a mixed 
blessing. On one hand, you may have plenty of territory 
to expand into, but on the other hand large tracts of 
land inevitably attract attention from rival factions. If 
you expect early conflict, set your researchers to work 
on “Conquer" techs so you can defend your borders and 
stake your claim to arable terrain. 


Look for surrounding elevations 

Mountain ranges trap the rainfall travelling from west to east. 
Therefore land on the west side of mountains often makes for 
excellent base sites, while the higher elevation results in better 
energy collection once Former units construct solar collectors. Set 
up bases in these areas as quickly as possible to establish your 
borders. Then expect to defend these prime sites from interlopers, 
or you’ll have to content yourself with scrabbling a hard living from 
the arid deserts often found to the east of a mountainous area. 
Rivers or special resources make these areas doubly valuable. 

Scout for the landmarks 

Scattered over the surface of the Planet are large landmarks with 
important gameplay benefits. Factions who can stake a claim to 
these landmarks reap these benefits, so plan to set up new bases 
in these areas as soon as you find them. Here is a partial list of 
landmarks and gameplay benefits: 


Freshwater Sea 

- ^ 

+1 nutrient per square 

Garland Crater 

+1 mineral bonus per square 

Geothermal Shallows 

+1 energy per square 

Great Dunes 

Inhibits nutrient production 

Monsoon Jungle 

+1 nutrient per square 

Mount Planet 

+1 bonus of both minerals and energy 

Pholus Ridge 

+1 energy per square 

Uranium Flats 

L_ 

+1 energy per square 


As you can see, you must expand early to have access to prime 
territory. On a sizeable landmass, many players produce little other 
than colony pods and cheap garrison units for the first 50 turns in 
bases other than the headquarters. Even past 50 turns, it’s a good 





Master the four imperatives - Explore, Discover, 
Build and Conquer - and you’ll be on your way 
to complete domination of the Planet 


















idea to expand until you run out of space, get into a war or 
experience significant drone riots. 

DEALING WITH MIND W0RM5 

During your early expansion send out at least one or two 
exploration units to scout the terrain and recover the ubiquitous 
Unity pods scattered over the surface. In the course of 
explorations through Xenofungus and when entering Unity pods, 
you run the risk of stumbling across voracious Mind Worm boils, 
which attack using psi combat and can tear up your scouts. 

However, the rewards of the Unity pods, which include 
technologically advanced alien artefacts, energy credits, robotic 
terraforming equipment, and additional scout units, prove so 
valuable that you often must risk Mind Worm encounters to keep 
up with rival factions. There are several ways to minimise Mind 
Worm depredations when exploring. 

Expand as you explore 

Mind Worms seldom appear near your bases. Therefore, you 
don’t necessarily want to explore Unity pods until you can 
establish nearby outposts to drive the worms further into 
unexplored territory. 

Build sensors as you go 

Your Formers can build sensor arrays anywhere inside your 
territory. Sensors help you deal with Mind Worms in three ways. 
First, Mind Worms shy away from this man-made equipment, and 
seldom appear near a sensor. Second, should a Mind Worm boil 
appear, the sensor confers a defensive bonus to any of your units 
attacked by the native creatures. Finally, the sensor’s extended 
sighting radius can provide early warning of lurking boils. The 


-\ 

last two sensor benefits apply when defending against rival 
human units as well. 

Travel well-known pathways 

When moving through Xenofungus, try to travel along areas you’ve 
already entered. Mind Worm boils appear more often in less 
frequented areas. If possible, avoid Xenofungus altogether, as 
Mind Worm boils get bonuses when fighting and moving in fungus. 

Increase your Planet social engineering rating 
A positive Planet rating allows you to try capturing native units; 
the higher your rating, the more likely your chances of capture. 

The Gaians automatically begin the game with a positive Planet 
rating, and so can often build up a sizeable force of immature Mind 
Worms early in the game. When playing the Gaians, you may even 
want to hunt native units for capture. 

Use custom-built and high-morale units for exploration 
When engaging in psi combat with native units, only the 
respective morale of the units counts towards victory resolution; 
the offensive and defensive armament are meaningless. Therefore, 
only send out units for exploration that have high morale or that 
have special abilities which increase psi capabilities, such as 
Empath Song (+50 per cent to psi attack) and Hypnotic Trance 
(+50 per cent to psi defence). 

Attack! 

In psi combat, the attacker has an advantage, so try to take the 
offensive where possible, so long as you are not attacking into 
fungus. Also, you can often recover energy credits from wild Mind 
Worm husks when you attack. 

_ ) 


Imperative: Discover 



T he techs your scientists research determine the type and 
quality of available units, base facilities, secret projects, and 
social engineering choices. The wise leader acquires a good mix 
of technologies in each of the four categories. You can increase 
your rate of tech acquisitions through several methods. 


INCREASING ENERGY AND LABS PRODUCTION 

Your labs research rate directly depends on the amount of energy 
your bases produce each turn. To increase energy production, your 
Formers can (with the appropriate technology) build solar 
collectors and tidal harnesses around your bases, drill aquifers to 
create rivers, raise nearby terrain and sign treaties with other 
factions to generate trade in energy credits. When constructing 
new terraform enhancements be sure you assign citizens to work 
the newly upgraded squares. 

Build facilities that increase your research 

Several base facilities increase your rate of research, including 

network nodes, research hospitals, biology labs and quantum labs. 

Build Secret Projects that help you discover new techs 
Several Secret Projects increase your rate of research or give you 
techs outright. These include the Universal Translator (two free 
techs), the Planetary Datalinks (gives you any tech discovered by 
three other factions), and the Theory of Everything (increases labs 
by 100 per cent in a base). 



"Welcome to Planet. Colonel Santiago. You bring many unique talents to 
our new world. Peiroit me to reintroduce myself; I now style myself 
Zakharov. Provost of the University, and on this world I plan to pursue 
pure research unfettered by outside motives and meddling." 





Not all your 
rivals will be 
hostile, make 
pacts and trade 
information 
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Switch from exploring 
to conquer when you 
start to encounter 
hostile neighbours 

Assign citizens to work as Specialists 
Several kinds of specialists can increase your labs production, 
including the Librarian, Thinker, Engineer and Transcend. If you 
can afford the decrease in resource production, assign some 
citizens to these specialities in bases where labs production is 
already high. 

Change your energy allocation 

You may change the amount of energy devoted to each of the 
three allocations (labs, psych and reserves) from the social 
engineering screen. By increasing your labs allocation you 
increase the amount of energy channelled into research. If you 
pump too much energy into labs however, you may generate 
inefficiency that negates or reverses any research bonus. 

Improve your energy and labs 
through social engineering choices 

Altering the values of your society can improve your energy and 
labs production, resulting in quicker breakthroughs. However, 
these choices decrease your ratings in other areas, so avoid 
extensively unbalancing your society just to increase these two 
factors. 


OTHER WAYS TO ACQUIRE TECHNOLOGY 

Explore Unity Pods 

The Unity pods scattered about the Planet often contain data from 
the ship’s databanks. Recovery of a pod containing this data 
results in a free technology breakthrough. 

Link alien artefacts to Network Nodes 
Unity pods can also generate alien artefacts. You may link an 
artefact to a network node by moving the artefact into a base 
containing a node. Linked artefacts generate a high-level 
technology for free. Note that you may only link one artefact to 
each node, and that linking an artefact may destroy the node. 
Bases in drone riots have a greater chance of losing a net node 
when linking to an alien artefact. 

Trade technologies with other factions 
Trading research with other factions is one of the fastest ways to 
acquire new tech. You can expect better success when offering to 
trade techs with a friendly faction, so keep good diplomatic 
relations with advanced powers. Often, Pact Brothers or Sisters 
request that you direct your research towards a particular goal, so 
they can trade an equally valuable technology. Be careful, 
however, to note the level of techs they are offering to trade. 

Often your rivals attempt to rip you off by offering you a low-rated 
tech, asking for one of your choice breakthroughs in return. If they 
try to pull a fast one, either refuse their offer or propose to give a 
lower-rated tech as a more appropriate trade. 



Imperative: Build 

T o thrive, your empire must build an 
infrastructure to support 
expensive military units, advanced 
Secret Projects and efficient energy 
production. Building this 
infrastructure primarily depends on 
one resource: Minerals. You may 
increase mineral production in a 
number of ways: 

Construct terraform enhancements 
Your Formers can construct a number 
of terrain enhancements that 
increase mineral production, including 
mines, mining platforms (in the 
ocean), and thermal boreholes. In 
rocky terrain, a mine needs a road for 
maximum mineral production. 
Remember that no square may 
produce more than two minerals until 
the discovery of Ecological 
Engineering, unless that square 
contains a special mineral bonus. 

Build base facilities that generate 
additional minerals 
Several base facilities improve 
mineral production, including robotic 
assembly plants, quantum converters, 
and nanoreplicators. Keep in mind 
however, that these facilities can 
cause significant ecological damage, 
so prepare for potential fungal blooms 
if your Planet rating is low. The Bulk 


Matter Transmitter Secret Project also 
provides +2 minerals to each base. 

Reduce your unit support commitments 
Depending on your society and faction 
choices, some of your units may use up 
minerals as the cost of supporting them 
each turn. Often, beginners chum out 
many useless military units that sap all 
the minerals from their bases and then 
wonder why they have nothing left to build 
new production orders. A unit with a 
mineral next to its icon on the base 
screen’s ‘Support’ section costs one 
mineral each turn. If a base has too many 
of these units, consider disbanding a few 
of them so minerals are freed up for new 
construction. Your support commitments 
may also be reduced by selecting the 
“Police State” or “Power” social 
engineering choices, assuming you 
possess the appropriate tech. Finally, the 
Living Refinery Secret Project also 
reduces your support commitments. 

Send out Supply Crawlers to utilise 
faraway mineral bonuses 
Supply crawlers can ferry any resource 
(nutrients, minerals, or energy) from an 
unworked square back to its home base. 
Send these crawlers out to find special 
mineral resource bonuses isolated from 
your bases and order them to convoy the 
resources home. Have a Former build 
mines on these square to maximise the 
mineral production. 


Plan an invasion 
strategy 

Know the terrain 
Terrain can play a significant role in 
combat. Know your terrain and plan 
routes of attack to maximise each 
unit’s strength. Here’s a list of basic 
terrain modifiers: 

Artillery 

+25 per cent attack bonus per level of 
altitude 

Fast units in smooth or rolling terrain 
+25 per cent attack bonus. 

Any unit in rocky terrain 
+50 per cent defensive bonus. 

Any unit in Xenofungus 
+50 per cent defensive bonus, unless a 
native life-form is attacking it (either 
human-spawned or wild) in which case 
the unit gets no defensive bonus 
Any native life-form in Xenofungus 
+50 per cent combat bonus 
Infantry units attacking versus base 
+25 per cent combat bonus 

Attack en masse 
If you decide to attack an enemy 
position, manoeuvre your units so you 
can use ail available firepower. Don’t 
attack a well-defended base in ones 
or twos, allowing the enemy a chance 
to repair damage and bring up 
reinforcements. 
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Imperative: Conquer 

O f course, all the exploration, building 
and discovering in the world is 
useless if you can’t mount an effective 
military campaign in an offensive or 
defensive posture. On one level, combat 
is quite simple - just try to move your 
unit into a square containing an enemy. 
On a deeper level, the success or failure 
of your armed forces depends greatly on 
the planning and foresight that go into a 
campaign: your unit designs, invasion 
tactics and strategies for base 
conquest. 

DESIGNING SUCCESSFUL UNITS 

Design units for specific tasks 
Building a unit that’s maxed out in all 
categories results in a prohibitively 
expensive design. Create offensive and 
defensive units for use in different 
environments. For the cost of one 8-5-2 
Armoured Chaos Rover, you could build 
two 8-1-2 Chaos Speeders and one 1-5-1 
Photon Defensive, increasing your 
flexibility and number of attackers. 


Avoid the stack 
Moving all your units in a stack 
concentrates your forces in a crowded, 
vulnerable state. If an enemy attacks a 
stack, the best unit is chosen to defend; 
if that unit loses the combat your other 
vehicles take collateral damage. Try to 
spread out your units so one lost combat 
does not damage your whole invasion 
force. 

Use the fungus 

On land or at sea, an enemy cannot 
normally see units in Xenofungus. Plan 
your invasion routes accordingly. Since 
fungus also confers a defensive bonus, 
your units possess an advantage if they 
are discovered and attacked. Also, Mind 
Worms in fungus receive several 
additional bonuses, whether they are 
wild or player-controlled. They heal 
damage fully when resting in fungus, 
while other units usually must return to 
a base to completely repair. They can 
move and fight more effectively in 
fungus; Mind Worms only use 1\3 of a 
movement point when travelling in 
fungus and gain a 50 per cent combat 
bonus as well. The Xenoempathy Dome 
Secret Project allows all your units to 
move as natives through Xenofungus, 
while the Pholus Mutagen Secret 
Project confers native combat bonuses 
on all your units. 


Don’t be confined by preconceived 
notions when designing units 
For example, players often think of 
defensive units as being slow and heavily 
armoured. These types of units certainly 
do the job, but why not put strong 
armour on a rover chassis? That way, you 
have a defensive unit which can quickly 
shuttle back and forth between trouble 
spots. You then need keep only one 
garrison in each base, with defensive 
reserves centrally located. Similarly, look 
for oddball combinations that aren’t 
immediately apparent: How about 
marrying a probe team to an air chassis 
to bypass land defences? A Former 
package to a naval hull? 

Know your opponent’s capabilities 
If you have infiltrated an enemy’s 
datalinks with a probe team, you can 
see their total military capability at any 
given time (by viewing the Security 
Nexus report and clicking on your 
opponent’s icon), in addition, you can 
see what they are building in each base. 
Design your units accordingly. If Colonel 


VICTORIOUS BASE ATTACKS 

Attacking a base 

Mounting a successful attack on a well- 
defended base requires foresight and 
planning. First, a wise leader includes a 
diverse mix of offensive and defensive 
units in an invasion force. Defensive units 
can protect against counterattacks and 
convert to garrison duty once you conquer 
the target base. Fast rovers can scout 
ahead and sweep enemies out of open 
areas. Artillery can cut reinforcement 
routes by bombarding roads, reduce the 
strength of base defenders and keep 
damaged units from repairing. 

Destroy sensor arrays 
A faction’s sensor arrays provide defending 
units in a two-square radius with a 25 per 
cent bonus, usually tipping the balance in 
an otherwise close combat. You must 
destroy nearby sensors if you expect to 
take a well-defended base. Air power often 
proves the most straightforward tool for 
this task - use your needlejets to scout 
the area around a target and take out the 
sensor with bombing runs. If your jets 
don’t succeed on the first try postpone 
your main thrust until they do. 

Soften up the target 
Artillery, naval units and air power can 
quickly return a ‘hard target’ to the Stone 
Age. These units can bombard terrain 


Santiago churns out Rover Tanks, you 
should equip all your units with Comm 
Jammers, which confer a 50 per cent 
bonus in combat against fast movers. If 
Miriam’s technologically backward 
zealots have not discovered Doctrine: Air 
Power, be sure to pound her bases with 
needlejets. Finally, plan your attacks - 
see the boxout below for details. 



Mind worms 
will be your 
biggest 
problem at 
the start 


Breakthroughs 
marked on 
monolith 




enhancements such as mines and 
farms, reducing the resource production 
of the target and starving out the 
populace. They can also destroy roads 
so your opponent can’t reinforce a 
threatened area. 



Use probe teams liberally 
Probe teams can bring down perimeter 
defences and other base facilities, and 
stir up drone riots. Causing a drone riot 
right before an invasion serves two 
purposes. First, units supported by a 
base in drone riots fight with a morale 
penalty. Second, a base with drone riots 
cannot produce new defenders and must 
be supplied again from fjjjjj 
somewhere else. 


Cheat’s Corner 

While playing a game, press Ctrl + K 
to enter the map editor. Then enter 
one of the following codes to activate 
the corresponding cheat function: 

Change year 

Shift + F5 

Create unit 

[Shift] + FI 

Discovery technology 

Shift + F2 

Edit energy credits 

Shift + F4 

Edit Faction diplomacy 

Shift + F9 

Full map 

Y 

Kill opponent 

Shift + F6 

Switch sides and 


reset view 

Shift + F3 

View FMV sequences 

Shift + F8 

View replay 

L 

[Shift] + F7 

J 
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Solutions 


IN THE CONSTRUCTION SITE SECRET DRUG LAB 

At the start swing up the rope to claim Time to clear out the drug lab. Make your 

your shotgun from the dead worker - way through the chemical processing area 

you’re going to need it as otherwise and jump across to the claw control room, 

ammo can get very tight. Try to look on ignore the mutant and head through the 

top of everything as you get to the door to the lab upstairs, 

subway section, you’ll find ammo and Don’t miss the locker in the first lab 

health dotted around. you come to. Inside is the U4, after this 

use the computer terminal to start the 
doors opening and head outside. 

FREEPORT UNDERGROUND 

At the start just head up the manhole 

until the water drops back down. You’ll VACANT BUILDING 

come across a couple of pointy-headed After visiting One Thumbs club it’s time 

shotgun touting freaks, but they shouldn’t to clear out the vacant building. You’ll 

present you any trouble. In the control have to do this in parts, first up the 

room shut the floodgates and jump stairs, then out the fire escape, then 

outside and into the left hand pipe. Turn back in the building to go up the lift, 

your light on and once you’re at the top You’ll have to watch out for the proximity 

head left down the pipe and take the only mines at each stage, just shoot them to 

right to get to the next area. get them out the way. 

FURTHER UNDERGROUND DAENZER SHIPPING 

All together, “I’m going deeper This is one arse of a level if you don’t 

underground”, but not with a freakin’ big know what’s going on. At the start get 

hat on. Yup I’m filling space as there is the comm link to find out where the 

nothing to say for this level, just run maintenance guy is going. Find him and 

through it killing things. kill him to get the key to the security 

I T does have to said that Sin was one of the big disappointments of last year. 

Bugged and over-rated by most magazines, the game was horrendously bland but 
it turns out that the follow up mission pack is actually rather fun to play. Don't 
expect anything revolutionary, but It’ll help you while away a good few hours. We’re 
going to cover the key points in the various levels, so ft’s not a detailed 
walkthrough, more of a collection of pointers. But if you’re really stuck the answer 
should be here... 

If you were cursing over buying Sin it's Hme fa gef your 
money’s worth wifh fhis rafher spiffing mission pack 



building. On the way find the soil silo and 
find a key card by the terminal. Enter the 
security building and get down to the 
terminal, enter 45883 to get the shipping 
details. 

Open the other door and clear the 
boxes and wooden partition, at the 
bottom find the switches to shut down 
the generators. You can now enter the 
Crane yard to exit. You may want to find 
the container crates that you can 
squeeze between, use 91175 to access 
the terminal. 



Shut the flood gates and get up the pipe 



He may look mean, but 
he's just a big baby 
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Tips & tactics 






THE CEREMONY 

No real tricks to this level. My 
only tip is to use the plasma 
bow on the blokes with spiders 
inside them as you can kill the 
spiders quite easily by 
destroying the bodies before 
they jump out. 

MANER05 TOWER 

There is lots of resistance on 
level, but as long as you 
popping back to 
that is scattered 


area 
through it 
easily. 


Now I don’t 
think he 
wanted to 
do that 








CRANE SHIPYARDS 

Try and avoid the cameras by standing 
directly under them and watching the red 
field of view. Once you’re in normally you’d 
have to head left and get to the record 
department to get the code, but we can 
tell you it's 2112 so head right. In the 
next area kill a security guard at a 
terminal to get the key card and head for 
dock 31b to end the level. 


ON THE WATERFRONT 

After the initial warehouse fight jump 
down to the ship and get up the stairs to 
the bridge. Collect the radio and head 
down three flights of stairs, there is a 
locked door that you’ll now be able to 
open using the radio. After this you’ll get 
to a mini end of level boss, but you should 
easily finish him with rockets. 

SOMETHING OF A PARADOX 

You’re about to enter an art museum, if 
you break it you pay for it. You can shoot 
about three pictures before you fail the 
mission so avoid explosives, including the 
plasma bow, and make sure you aim low. 

Go straight ahead, up the stairs and 
then head straight back outside, popping 
in the security room to be told what to do. 
With the generators back on go back in ^ 

tkn mMCAiim nnrl iin tko ctoirc \Afhon L 


MANEROS CASINO 

Bit of a complicated one this. To start find 
the men’s changing room, it’s at the back 
of the stage area. Go in and kill the guard 
inside to get the level one pass. Climb up 
the ladder, watch out for the security droid 
and check out how to get into the 
woman’s changing room. 

Back in the vents find the switch and 
fall through the nearest vent in the floor. 
Use the key card to open the security 
door and get into the vault where the 
master security card is. Go back in the 
vent and follow it all the way through. At 
the end find the locked doorway to the 
next level. 


MANEROS PENTHOUSE 

Enter the main boardroom watching out 
for the two droids, at one end of the table 
is a set of buttons. Push them all, the 
alarm will go off and you’ll have to kill the 
attacking guards. Find the room with the 
TV set and enter the side door in the 
bedroom get the 
key card. 

S 


the museum and up the stairs. When 
you get to see the diamond being 
stolen just chase the man as close 
as you can to the exit, you can’t 
stop him so don’t bother trying. 


Clear out the remaining droids to regain 
radio contact and use the card on the 
terminal in the office room to open the lift 
and get to the exit. 


MUTATION FACILITY 

At the start smash all the crates and get 
the uniform. This’ll disguise you in the labs 
but not the security areas. In these areas 
kill the guards as quick as you can then 
duck down in front of the terminals and 
turn off the guns. You may come across a 
lift down, ignore it, there’s nothing worth 
getting down there. 


BREEDING FACILITY 

This is all very straightforward apart from 
the end section. When you come up 
against the super mutant try and run away 
from it in a straight line so when it throws 
stuff at you it’s much easier to dodge. The 
second two super mutants are much 
easier to kill thankfully. As for the escape, 
head for the right hand side room and a 
vent will be revealed. Get your shotgun 
out and save the game, in the vent 
head right at the T-junction keep 
going straight on and heading 
down and you will eventually 
get to the exit. 


NUCLEAR PUNT 

Right this is it - the 
final battle and, in 
good old tradition, 
it’s a stupidly hard 
end boss. Shoot it 
or be shot, 
basically. 






Paul Noel thinks he’s a London hard man. Oh dear. 

Still he’s got a few pearls of wisdom for players of the 
new OTA expansion pack 

□ K you Midland Muppets and Northern Nonces. Welcome to London. My 

name’s Maurice Caine (aka Paul Noel) and I’m the bleedin' daddy round ‘ere. 
You might have thought you were somefink in Liberty City, but over here we 
does tings different. The Mafia? I’ve shot 'em. What I say goes in this manor so 
listen to what I tell you and you might just get through this in one piece. 


DO THE TOUR 

It pays to familiarise yourself with London. 

In particular, get to know where the Spray 
Shops are so that you can head there while 
the filth are in hot pursuit as well as where 
the beefiest weapons and special items are 
located (to stock up if you run out). 

WEAP0N5 

It’s a jungle out there, so all you Northern 
Monkies should be right at home. Have at 
least a machine gun at all times, else you’ll 
be in no position to defend yourself from 
the law (see Weapons for locations of 
some beefier weapons). 

ARMOUR 

Remember that London is a dirty pigsty 
teeming with filth. That same filth will 
open fire on you as soon as look at you. 
Grab a flak jacket to ensure that should 
you ever take one in the chest you’ll live 
to tell the tale. 


CAR-JACKING 

Once a scally, always a scally, eh? Look, 
just leave the car stereo alone will you? 
You’re in the big league now. We steal the 
car, the radio, the lot. Remember, all cars 
handle differently with different speeds. 

You don’t want to have to outrun the plod 
in a clapped out milk float and chances are 
you’ll struggle (initially at least) in a super 
fast sports car. Choose your car and take 
your choice. 

Also listen to the sound of your engine. 
Too many bumps and it’ll sound unhealthy 
and you’ll lose speed. If this happens it’s 
time to ditch it and hijack another before 
it blows up. 

POLICE 

The police cars are quick but stupid. Keep 
on the move and you shouldn’t have too 
many problems. It’s when you stop (or 
crash) that the copper has chance to leap 
out and nick you or shoot you. Unless 
you’re wearing armour stay in your car at all 


times. Even if you’re stopped, run the 
copper over 

The old bill tend to stick to the roads 
(how odd), so it sometimes pays to cut 
across pavements or lie low in a park 
somewhere. And since you’re in the park 
why not go on a killing spree and slaughter 
a few picnicking civilians? Heh, heh! 



WANTED 

Keep your eyes on your wanted level at 
all times. At 2 things start to get a little 
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tactics 


hot and at 3 and it’s time to start 
thinking about a respray. At 4 you’d 
better visit the garage soon or else 
you’re going to get nicked. 


. YOU’RE 
! NICKED! 



last resort run the copper over! 

5PRAY SHOPS 

Familiarise yourself with the locations of all 
the spray shops so that if it’s ever “on top” 
you can escape the cops at a moment's 
notice with a nice new re-sprayed motor. 
This costs you, but it’s worth it, especially 
if your wanted level is at three or four and 
particularly if your bonus multiplier is high. 

CRATES 

Clearly there are too many crates for 
us to list here. Here are the locations 
of a few choice items that should help 
you on your way: 

Machine Guns 

Pistols can be found all over the place 
but they’re crap. You want to make 
sure you’ve got at least a Machine 
Gun at all times. These can be found 
in NE Brixton, W Camberwell, Ctre 
Camberwell. NE Bow (nr Zebra), W 
Battersea, N Southwark, E Camden 
Town, SW Brixton, N City, NW Angel. 



You can't beat a bit of pavement mounting 


Rocket Launcher 

A mean weapon especially handy for 
tackling vehicles but causes a massive 
filth response. These can be found in 
South Camden Town, Central Brixton, 
SE Camberwell, W Camberwell. 

Armour 

This invaluable item will take three 
hits. Find one in N City (in an alley 
between two buildings SW of Zebra), 


LEFT HAND DRIVE 

Try and stick to the correct side of the 
road (where possible). Look you may 
drive on the wrong side of the road 
Stateside that’s no reason to do it here. 
It may sound a bit cowardly but it 
actually makes loads of sense. Here’s 
why: 

I You’ll do less damage to your car in 
a collision from the rear. 

You still score points for hitting them 
in the rear. 

It’s possible to score multiple hits 
on a car by shunting them from the 
rear, several times in quick 
succession. 

CRANE 

If you’re stuck for a job nick a few cars 
and give them to the crane guy for much 
needed cash. Make sure they’re in fairly 
mint nick and that you take him a 
selection. If you keep taking the same 
types of car he’ll question your 
originality and won’t give you as much 
cash. Oh and don’t bother with huge 
vehicles like the Tanker either. He won’t 
accept them (believe me I’ve tried). 

and another in SE Southwark (again in an 
alley between two buildings). 

Flame Thrower 

Fry people and watch them run away 
screaming like a human torch. Nice! 

There’s one on top of building SW 
Westminster and another in SW Bow (near 
crates in dockyard). 



Don’t do this on your driving test 


Extra Life 

Do I have to spell it out for ya? Grab these 
as soon as you find ’em to prolong your 
life. But I’m telling you sunshine if you 
cross us you’ll wish you were already dead. 
Anyway there’s one in NE Battersea inside 
fenced off warehouse area. 

Kill Frenzy 

Have a meaty weapon handy (a flame 
thrower or rocket launcher) and a decent 
multiplier, then grab this crate in SW 
Westminster and waste everyone you see 
to score big points. 

Police Bribe 

Listen mate I like shooting filth, and 


GET OUT OF JAIL FREE 

These are extremely valuable to protect 
your bonus multiplier. Grab this when your 
bonus is high (e.g x 4) to ensure that you’ll 
keep your multiplier should you get your 
collar felt. 
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TIMER MISSIONS 



It’s tempting in such missions to take 
shortcuts down alleys. Don’t bother, 
chances are you’ll drive down a cul de sac 
or get stuck in a narrow alley. Stick to the 
roads and you’ll still have time to complete 
your task. 


DEAD OR ALIVE 

“You’ll never take me 
alive copper.” If you’ve 
a high multiplier it can 
be more preferable to 
die than to get 
arrested and lose it. 

So run your car into 
the Thames or, better 
still, get out of your car 
and go down with all guns 
blazing. Note: You’ll also score 
big for coppers. 


running em over in me car as much as 
the next man, but there comes a time 
when you have to cut a deal with the 
bacon boys. If the heat’s really on grab 
this Police Bribe item in W Bow (in corner 
of an L shaped white building) to 
immediately buy off the fuzz. 

Get out of Jail Free 

I’m telling you I’ve got photos of the 
chief of police in a rather compromising 
pose with a sheep named Shawn. He’s 
given me a pardon pass (in exchange for 
my keeping schtumm), grab it from SE 
Bow (to the right of the road just N of 
Tower Bridge). 

These are extremely valuable to 
protect your bonus multiplier. Grab this 
when your bonus is high (e.g x 4) to 
ensure that should you get your collar felt 
you’ll keep your multiplier. 



Crates contain many smart goodies 



That should get you started. Oh just one 
more thing. When you do that Securicor 
van with the explosives, just remember. 
You're only supposed to f~Tja 
blow the bloody doors off. 
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MAY 1999 




IM City 3000 builds on the 
success of its predecessors in 
a number of ways, but in terms 
of gameplay it is essentially just 
SimCity 2000 with the addition of a 
few new factors to consider, in order 
to create a pleasant, prosperous 
city to which the Sims will flock In 
their thousands there are plenty of 
things you should bear in mind. 


Your overall strategy should involve 
locating your industry on the outskirts of 
the town, with a commercial centre 
surrounded by residential zones. This is 
because land values will be highest in the 
centre of your city (providing you can keep 
crime down, that is). You should find that 


With time you should aim to raise land 
values to a least Medium level in most of 
your suburban residential zones 



Dave Cusick explains how to create an urban utepia for your Sims 



ZONING STRATEGIES 

Garbage is a new factor in SimCity 3000, 
but it need not present any great problems 
so long as it’s well managed from the word 
go. Zone an extensive land fill site right out 
on the edge of your city, allowing plenty of 
room for it to grow and making it 
accessible via road. Then, whatever you do, 
make sure you build absolutely nothing 
(except perhaps your power station) 
anywhere in the vicinity. 


It’s a sensible idea to locate all your polluting 
industries well away from your residential zones 



In areas of low land value such as this, 
place plenty of parks, transport links and, 
if possible, surface water 


eventually your city centre commercial 
sector will prosper, with skyscrapers 
shooting up all over the place. 

Never underestimate the effect of water 
on the value of land. If you locate 




( LOOKING FORWARD 'l 

The key to being successful is to always plan for the long 
term. Even when creating a new city from scratch in the year 
1900, you should bear in mind problems you may encounter 
in the future and try to minimise the potential for disaster. 

Sensible street planning can help ensure that your city 
doesn’t suffer from serious traffic problems once it develops. 
Additionally, if you build a rail system that can transport the 
Sims between the various zones of your city you can help to 
seriously reduce the strain on your road network. 

You should start to use the more advanced and efficient 


I public transport systems as soon as they become 
available. Make extensive use of bus stops, placing one 
every few squares in well-developed zones. Establish a 


- J 

subway system in your city 
centre as soon as you can 
afford to do so, and make sure 
that there are stations every 
couple of blocks. 

Make sure your mass transit systems 
can take the Sims wherever they may 
want to go 


' ‘" ,l ~ ]!l -J 



PROTECTING THE SIMS 

The Sims need adequately protecting from fire and crime. 
Establishing widespread fire service and police coverage should 
be a priority initially, and you should use the coverage maps to 
help you decide where to place new civic buildings when 
expanding your city. 

Pay particular attention to protecting out-of-town industrial 
developments. Because industrial zones can be such heavy 
polluters, there's a great temptation to stick them well away from 
your residential and commercial zones. While this is a sensible 
tactic, do make sure these out-of-town developments are within 
the range of police 
and fire stations, or 
else land values will 
remain at rock bottom 
and the areas will 
never really develop. 


If you don’t have adequate 
fire coverage, be prepared 
for fires to do consider¬ 
able damage to outlying 
parts of your city 
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Make sure that industrial zones don’t get too 
close to residential zones - here, they’re 
threatening to do just that 


residential zones on the waterfront, you 
can almost guarantee that the land value 
of the zones will increase to Medium 
instantaneously. 

High land values aren’t as important in 
industrial zones as they are in commercial 
and residential sectors - indeed, they can 
sometimes adversely affect industrial 
zones because they can make it too 
expensive for companies to set up there. 
This is perhaps just as well though, 
because it's harder to engineer high land 
values by simply placing water, parks and 
ponds and transport links nearby as you 
can with residential and commercial zones. 

Incidentally, on the subject of zoning, if 
your city begins to go through bad times 
and certain areas start to become 


r 

SPECIAL CONDITIONS 

Certain types of development 
require special conditions. Farms 
are one such building type and they 
only appear in particular types of 
low density industrial zone. If you 
want farmers to occupy a zone you 
should make sure that it's nice and 
large - at least 8x8 squares - with 
a road running along one side of 
the zone, but not along the other 
three. At a push, you can 
sometimes get away with roads 
along two sides of a farm. 



Farms need very specific 
conditions in order to thrive 

Secondly, the zone needs to be 
well away from any sources of 
pollution. If you zone for lots of low 
density industry near your coal 




Large commercial zones need to be surrounded 
by residential zones in order to survive 


abandoned, it's worth bulldozing the 
offending buildings as this can cause 
developers to move in and construct new 
buildings. Pay careful attention to zones 
that consistently struggle. If a commercial 



Positioning residential zones close to water is 
an excellent way of boosting land values 



If polluting industries appear next to 
them, farms can quickly vanish 


move in (once you have a few farms set 
up, keep an eye on them to make sure 
no polluting industries move in nearby, 
as these will drive the farmers away.) 

Thirdly, although farms need power 
they do not actually need water to be 
piped to them - they can produce their 
own. Finally, if you are having trouble 
getting farms to develop and you have 
met all the conditions above, try 
passing a Farmer’s Market Ordinance as 
this will encourage farmers to move to 
your city. 

As your city develops you’ll doubtless 
want to move away from traditional 
polluting industries towards cleaner, 
flashier, more high-tech industries. Once 
you're past the year 2000 you should 
start seriously thinking about how you 
can entice high-tech industries to your 



Starting out with a simple, clearly 
organised city is a sensible plan 


zone is constantly struggling, it may be that 
there are not sufficient residential zones 
nearby to support it. Don’t be afraid to 
rezone if you have to. 



While wealthy suburbs are great, 
every city needs some affordable 
housing for less affluent residents 


city. To accomplish this you need to do 
several things. 

Give tax incentives to the 
electronics and aerospace industries 
and make sure that you create 
industrial zones (preferably medium 
and high density) in reasonably high 
land value areas. High tech industries 
will not really develop in areas of low 
land value. On the other hand though, 
don't price industry out of your city - 
nobody will set up shop in a zone of 
astronomically high land value. 

At this stage of the game you should 
try to discourage low-tech industries 
from setting themselves up in your city, 
by passing a Clean Air Ordinance and 
similar anti-pollution measures. 



To develop, seaports need to be at least five 
squares wide, with a straight coastline and 
space for piers to be built 
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Tips & tactics 


SimCitu 3 







If you end up in dire financial straits, juggle the figures until 
you're no longer losing cash and sit tight until things improve 


In the early years, this is the sort of healthy 
balance sheet you should be aiming for 


BALANCING THE BOOKS 

As in the previous SimCity games, 
it’s vitally important that you keep 
yourself in the black. You can secure 
| loans very easily to boost your bank 
balance, but you should try to avoid 
taking these out wherever possible 
as you can end up in an unbreakable 
cycle of spiralling debts. 

Setting suitable tax levels is 
important, and the key here is 
remembering that low taxes can lead 
to growth, which can in the long run 
actually raise your income. It can 
really pay to keep Commercial and 
Residential taxes nice and low during 
the early years of the game. 

Aside from taxes there are 
numerous other ways of raising 
: income and you will need to explore 


them thoroughly in order to do well. It is 
certainly worth entering business deals 
with nearby cities to dispose of their 
garbage, supply them with water, house 
their criminals and so on. 

However you must be certain to locate 
unpopular buildings right out on the 
outskirts of your city, and ensure that you 
have plentiful supplies of things like water 
and power before agreeing to sell them to 
your neighbours. Whatever you do, don’t 
enter into a deal you cannot keep, 
because there are expensive penalties for 
breaking off agreements. 

Also, watch out for some of the 
special buildings which petitioners may 
want to build in your city. For instance, 
the MegaMall can have a massive 
impact on nearby commercial zones, 
while the Casino will cause the crime 


rate to soar locally. Weigh up the pros 
and cons carefully before giving the 
go-ahead for buildings like these and 
don't be afraid to bulldoze them if you 
feel they are having too detrimental an 
effect on your city. 


Introducing Portland: There's some 
pollution and the coffers are a little 
bit on the empty side, but the Sims 
are all as happy as Larry 


ORDINANCES 



Don’t forget about 
ordinances, they can 
help your city to develop 
in the right way 


Ordinances might seem like an unnecessary drain on your finances, but once you’ve 
established a sound financial framework for your city and you're turning over several 
thousand pounds worth of profit each year, you will find they actually constitute a 
relatively inexpensive means of controlling the direction in which your city develops. 

Many ordinances help boost the levels of literacy, health and happiness of the Sims 
and, while being a mayor is about more than just popularity, if people think 
your city is a nice place in which to live then they’ll want to live there. 


WHEN ALL ELSE FAILS 

If you find that you’re simply not up to 
the task of successfully managing 
your city's finances, and that without 
an extra influx of cash you’re going to 
be really struggling to prevent your 
city from degenerating into a 
wretched hive of scum and villainy, 
you could always cheat. 

To activate the cheat mode, press 
CTRL, ALT, SHIFT and C together. 
There are dozens of cheats you can 
then enter (see our codes section for 
a definitive list), but here are a few of 
the more interesting ones: 

I am weak 

Lets you create zones, buildings and 
utilities for free 
call cousin Vinnle 

A petitioner will appear offering you 

extra money 

power to the masses 

Makes all the power plants available 

immediately, no matter what year it is 
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Cheats 



H ERE are the latest cheats. Unlike certain other PC solutions magazines, we 
don’t fill these pages up with age-old rubbish, just cheats for those games that 
have been released recently 


RAILROAD TYCOON 


SOUTH PARK 


To activate these cheats, press Tab and 
type the following codes 

BIGFOOT Instant victory 

BIGFOOTGOLD Gold victory 
BIGFOOTSILVER Silver victory 
BIGFOOTBRONZE Bronze victory 
BOBO Lose scenario 
KING OF THE HILL Gives your 
character 
llOOmillion 

SLUSH FUND Gives company $1 
million 

POWERBALL Gives company 
$100 million 

LET ME IN Gives access to all 
territories 

SPEED RACER Doubles maximum 
train speeds 
AMD103 Converts all 

engines to AMD- 
103s 

SHOW ME THE TRAINS Gives all 
engines 

OVERTIME Gives extra time in 
scenario 

VIAGRA Increases city sizes 



To access the cheat mode press Esc during 
game play, select Options , then click in the 
lower left corner and enter one of the 
following codes to activate the 
corresponding cheat function 

EGOTRIP Big enemy heads 
BEEFCAKE Invincibility 
SWEET All weapons with 
unlimited ammo 

FRAMERATE Display frame rate 


MONTEZUMA'S RETURN 


Level select: 

Press Enter when prompted for a name. 
Enter the player menu and erase the 
default player name of Utopia. Begin the 
game and all levels except bonus levels will 
be available. Note: All player names must 
be erased before the code can be enabled. 

For cheat mode enter one of the 
following codes during game play to 
activate the corresponding cheat function. 

A message will appear to confirm correct 
code entry. 


MRGOD 

MRTOUGH 

MRPOLO 

MRBIONIC 

MRSPIRIT 

MRSPEED 


God mode 
Invincibility 

Better jumps and swimming 
Slow kicks and punches 
Press Keypad to move quickly 
Turbo mode 



Stuck on a game? 
Let us help you out 


KINGPIN DEMO 

Start the game with "Kingpin.exe 

+developer 1” and use the (~) key to bring 

down the console. 

listed below: 

Then enter the codes 

GOD 

God mode on/off 

NOCLIP 

No clipping mode on/off 

MAP (name) 

Maps in demo are: 
bar_sr, bike, pawn_sr, 
sewer, srl, sr2, and sr3 

GIVE ALL 

Gives everything below 
and more, except cash 

BULLETS x 

Give x number of Bullets 

SHELLS x 

Give x number of Shells 

GAS X 

Give x Gas 

CROWBAR 

Give Crowbar 

PISTOL 

Give Pistol 

SHOTGUN 

Give Shotgun 

FLAMETHROWER 

Give Flamethrower 

CASH x 

Give x Cash 

KEY1-10 

Give Key 1-10 

COIL 

Give Coil 

WATCH 

Give Watch 

BATTERY 

Give Battery 


Jr 
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BALDUR’S CATE 


5H0C0 



Open the file Baldur.ini in your Baldur's Gate directory and add the line Cheats=l 

under the [Game Options] entry. Then save the file and run the game. Once in the 

game, hit Ctrl+Tab to bring up the console in which you can type the following cheats. 

Ctrl+Tab will also close this console. Type in the cheats exactly as they appear below 

and hit the Enter key to activate. 

Cheats:TheGreatGonzo() 

Summons 10 killer chickens who defend you 

Cheats:FirstAid() 

Creates 5 healing potions, 5 neutralise poison potions, 


and 1 stone to flesh scroll. 

Cheats:Midas() 

Gives you 500 gold 

Cheats:CowKill() 

Creates a CowKill spell if you’re near a cow 

Cheats:DrizztAttacks() 

Creates a hostile Drizzt 

Cheats:DrizztDefends() 

Creates a friendly Drizzt 

Cheats:Criticalltems() 

Spawns all the game’s critical items 

Cheats:Hans() 

Moves your characters to a free adjacent area 

Cheats:ExploreArea() 

Marks entire area explored 

Then, if you want to see all the movies open your baldur.ini and put in the lines below 

to watch ALL the game movies. 

[Movies] 


DEATHAND=1 

ENDMOVIE=l 

REST=1 

ELDRCITY=1 

BGSUNSET=1 

MINEFLOD=l 

BGENTER=1 

ENDCRDIT=1 

IRONTHRN=l 

GNOLLrl 

PALACE=1 

NASHKELL=1 

TAVERN=1 

BG4L0G0=1 

DUNGEON=l 

TSRLOGO=l 

BGSUNRIS=1 

BILOGO=l 

CAMP=1 

INFELOGO=l 

WYVERN=1 

INTRO=l 

BHAAL=1 

FRARMINN=1 

SEWER=1 

BEREGOST=l 


Press T to enter the Talk function, then 
enter one of the following codes to activate 
the corresponding cheat function. 


MPGOD 

God mode 

MPKFA 

Full ammo, armour, and 

health 

MPHEALTH 

Full health 

MPAMMO 

Full ammo 

MPARMOR 

Full armour 

MPMECH 

Change mechs 

MPCLIP 

Toggle clipping 

MPPOS 

Toggle co-ordinate display 

M PC AM ERA 

Adjust camera 

MPANIME 

Japanese anime style 
explosions 

MPLIGHTSCAPE 

Adjust lighting 
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FORSAKEN 


THIEF: THE DARK PROJECT ■ UPRISING 2 


(Note: these cheats only work with vl.33) 

Mission Skipping. If you’re tired of a 
particular mission, pressing 
Control+Alt+Shift+End will cause the mission 
to end and allow you to move on to the next 
mission. 

Money cheat You can give yourself loot by 
adding the line "cash_bonus” to your 
dark.cfg. If set to an integer, its value is 
added to your loot total for loadout 
purposes. 

Starting Mission : You can start the game at 
a mission other than Lord Bafford’s Manor 
by putting the line "startingjnission x” in 


your dark.cfg, where x is the mission number 
to start at. When you select New Game, you 
will start at that mission. 



Press M to display the chat prompt. Type 
one of the following codes and press Enter 
to activate the corresponding cheat 
function. 


CHUMP 
DANGEROUS 
TUFF ASS 
DANGEROUS CHUMP 

CHUMP[Enter]CHUMP 

WAY MO MONEY 

SLICK 

DONE 

YOYO 

STORMY 

CLEARSKY 

FLURRY 


Invincibility 
Unlimited weapons 
Super weapons 
Unlimited weapons 
and invincibility 
Super speed and 
invincibility 
Money increased 
by 5000 
Suicide 
Win scenario 
Invincibility 
Rainy weather 
Clear weather 
Snowy weather 




* 4 * 
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Here are some codes for the rather smart 
shooter from Acclaim. Type BUBBLES to 
enable the following cheats: 
THEFULLMONTY 

Turns on level switch 
capability, so you can use 
menus to pick any level 
IAMZEUS God mode. Invulnerable, full 
weapons, unlimited ammo & 
nitro, 4 powerpods, 2 
unknown weapons “SPID” 
and "THIEF” eyeballs 
LUMBERJACKThis turns on a missile 

toggle. Hitting quick key for 
Mug selects normal, hit it 
again for spiralling missiles, 
once more for bouncy- 
missiles. Hitting the quick key 
for Solaris selects normal, 
once more for homing plasma 
like the turrets use, once 
more for extra powerful blue 
homing plasma 

JIMBEAM This turns on the beam 

toggle. Hitting the laser quick 
key selects normal laser. 
Press once more for electro¬ 
beam and again for the 
superbeam from hades 
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Cheats 


HERETIC II 


5PELLCR0S5 

Tap ~ to enter the console and then enter the relevant codes 

While in the battle screen type AGAINAGA1N 

ANGERMONSTERS Irritates monsters 

to reset your troops’ action points. When in 

CRAZYMONSTERS Makes monsters go berserk 

the upgrade, research, etc. screen type 

AQUATICAPE Toggles no target mode 

CASHITUP to increase your funds 100 at a 

CHANGELEVELxx Level warp 

time. Either one can be done repeatedly. 

GIVE H (0-999) Grants 0-999 health 

GOD Toggles god mode 

KIWI Toggles no clipping mode 

NOCLIP Toggles no clipping mode 

NOTARGET Toggles no target mode 

PLAYBETTER Toggles god mode 




TUROK 2: SEEDS OF EVIL 

BEWAREOBLIVIONISATHAND 

TWOWEEKS Toggles the infinite powerup 

Grants access to cheat menu 

VICTOR Kills all monsters 


BIGBADNOODLE Toggles big head 

IMPULSE 9 Grants all weapons and full mana 


mode 

IMPULSE 10 Grants all weapons and full mana 


HELLOSTICKY Toggles sticky 

IMPULSE 13 Lifts an object 


mode 

IMPULSE 14 Transforms player into a sheep 


HENRYSBILERP Toggles gouraud 

IMPULSE 25 Grants the Tome of Power 


mode 

IMPULSE 32 Grants boots, force cube and invisibility 


JANESSPECIALWORLD Jane’s cheat 

IMPULSE 35 Toggles no monster mode 


LEGOMANIAC Zach’s cheat 

IMPULSE 36 Freezes monsters 


LILLIPUTIAN Toggles tiny 

IMPULSE 39 Toggles flying mode 


mode 

IMPULSE 40 Increases your level by one 


OBLIVIONISOUTTHERE Ultimate cheat 

IMPULSE 41 Increases your experience points 


PICASSO Toggles pen and 

IMPULSE 43 Grants all weapons, all items and full mana 


ink mode 

IMPULSE 171 Change to the Paladin class 


TROMPEM Toggles big 

IMPULSE 172 Change to the Crusader class 


hands/feet 

IMPULSE 173 Change to the Necromancer class 


mode 

IMPULSE 174 Change to the Assassin class 


WIZARDOFOZ Toggles footy 

IMPULSE 254 Displays ‘King Of The Hill’ 


stripe mode 



YOQUIEROJUAN Juan’s cheat 




WORMS ARMAGEDDON 


Complete one of the following goals to unlock the corresponding feature, which may be 
enabled at the weapons or game options screens. 


Worms bleed when shot 
Aqua sheep 
Longbow power-up 
Shotgun power-up 
Grenade power-up 
All weapon crates have sheep 
Invincibility 
Laser sight 
Jetpack 
Fast walk 
Invisibility in net games 
Low gravity 
Indestructible landscape 
Super Banana Bomb power-up 
Full Wormage game options 


Earn gold medal In Basic Training mode 

Earn gold medal in Super Sheep Racing training mode 

Earn gold medal in Euthanasia training mode 

Earn gold medal in Rifle Range training mode 

Earn gold medal in Artillery Range training mode 

Earn gold medal in Crazy Crates training mode 

Earn an Elite rank in Deathmatch mode 

Complete mission 4 

Complete mission 8 

Complete mission 13 

Complete mission 16 

Complete mission 20 

Complete mission 25 

Complete mission 33 

Earn gold medal and Elite rank in all 


DETHKARZ 


To access the cheats option, press and 
hold Ctrl+Shift+C then enter any of the 
following codes 

GLOBAL All tracks selectable 
DEV 6 All cars selectable 


RACE CORPS All seasons selectable in 
championship mode 
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URBAN AS5AULT 


5 


Bonus weapon: 

Hold Shift and type SWEAPON during game 
play for a new vehicle with a bonus 
weapon. 



To use a cheat code, press the Ctrl+Shift+Alt+C keys at the same time. This will bring 
up a cheat window for you to type a code. 


I AM WEAK Makes buildings, utilities, zoning, transportation, 
planting trees and creating surface water free. 


MYTH II: SOULBUGHTER 


To unlock all levels press the Shift key 
while selecting New Game 
To win the scenario press CTRL & = keys 
during play 


CARMAGEDDON 2 


Here are some cheat codes for this 
splendid carnage-filled driving game: 


LEMMINGIZE 

STIFFSPASMS 

TILTY 

WOTATWATAMI 

SMARTBASTARD 

TINGTING 

STOPSNATCH 

MOONINGMINNIE 

CINTONCO 

FASTBAST 

WATERSPORT 

MRMAINWARING 

BIGDANGLE 

WETWET 


Stupid peds 
Timer counts up 
Pinball mode 
Flamethrower (15) 
Finish race 
Free repairs 
Timer toggle 
Lunar gravity 
Hot rod 
Turbo peds 
Underwater ability 
Pedestrian panic 
Mutant tail thing 
Credit bonus 




Enter codes at the console (~) 

HEALTH 999 Grants 999 health 
NOCOLLISION Toggles no clipping mode 
SUPERFUZZ Toggles god mode 
WALLFLOWER Toggles no target mode 
WUSS Grants all weapons 


CALL COUSIN VINNIE A new petitioner item will appear in the Meet window, 
announcing a “Local Fundraising Event." You will be offered some cash, no questions 
asked. Should you choose to accept his offer, you’ll notice a little extra cash in your 
coffers. 


ZYXWVU Before you can use this code you have to prove your 
integrity. Use the “CALL COUSIN VINNIE" but then refuse his offer. Now use this cheat 
and the SimCity Castle will appear in your Rewards menu. This castle boosts land 
value, aura, and other great things to the surrounding area. 


GARBAGE IN, GARBAGE OUT 
POWER TO THE MASSES 
WATER IN THE DESERT 
SALT ON 
SALT OFF 
TERRAIN ONE UP 
TERRAIN ONE DOWN 
TERRAIN TEN UP 
TERRAIN TEN DOWN 
PAY TRIBUTE TO YOUR KING 
I LOVE RED TAPE 
LET’S MAKE A DEAL 
NERDZ ROOL 


Makes all garbage buildings available. 
Makes all power buildings available. 
Makes all water buildings available. 
Changes the sea to salt water. 
Changes the sea to fresh water. 
Raises the terrain. 

Lowers the terrain. 

Raises the terrain. 

Lowers the terrain. 

All rewards become available. 

All ordinance become available. 
Neighbour/Business Deal(s) offered. 
High tech industry. 



SPEED BUSTER5 WARD ASM 


CHOPERVIEW Replaces the regular small 
map display in the left-hand 
bottom corner with a 
chopper-cam view 

FULOFIT Will give you unlimited nitro 
when entered at the start or 
during the race 

TAGKILLER If the player is touched from 
behind by a competitor, 
he/she will automatically 
return to the starting line. 
Enter it at the start or during 
the race 

NOTIMELIM Deactivates checkpoints in 
the arcade mode when 
entered at the start or 
during the race 


Try the following passwords for these 
respective levels 

1 CHEESE 

2 TOAST 

3 BUTTIES 

4 KEBAB 

5 GATEAUX 

























Cheats 


DESCENT 


BLIMPIEBEST 

FREEITUP 

MIGHTYAPHRODITE 

YUMMYFUNYON 


Gives all weapons, 
missiles, energy and 
shields 

Kills all enemies in 
current mines 
Toggles cloaking 
device 

Toggles invincibility 


COMMANDOS: BEYOND THE CALL OF DUTY 


Type G0NZ01982 during gameplay to enable the cheat mode 


CTRL+I 

CTRL+SHIFT-N 

SHIFT+V 

SHIFT+X 


Toggles invincibility 
Skips missions 

Makes you invisible to the enemy 

Places selected commandos under your cursor 



POPULOUS 3 




TRESPASSER 



Hit the Tab and Fll keys together to enter 
text entry mode and then type in byrne to 
activate the cheat mode. During the game 
hit the following for these cheats: 

Tab and F3 Gives all spells 
Tab and F4 Gives all buildings 
Tab and F5 Gives full Mana 




For level select hold Ctrl+Shift with Q and 
W, then release W. 

For the cheat mode press Ctrl+Fll to 
display the console prompt at the bottom 
left corner of the screen. Then, enter one of 
the following commands to activate the 
corresponding cheat function: 


BIONICWOMAN Higher jumps, but 
slower running 
LOC View location 
WIN View ending sequence 
GORE 2 Increased gore level 
INOS Dinosaurs paused 
BONES Shows objects or items 
that are interactive 
WOO Unlimited ammo 
TNEXT Transport to important 
locations on current 


level 
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EXCESSIVE SPEED 


Enter these cheats at the main menu - if 
you do it right you will hear a noise to 
confirm that they have been entered 
successfully 

ALLCARS Gives you access to all cars 
except the secret one 
ALLTRACKS Opens up all the tracks as 
well as opposite direction 
races 

Enter this cheat during the game WINRACE 
Guess what? You win. 

SECRET CAR (must be enabled prior to 
the ALLCARS cheat, or else it won't work) 

Click bottom right corner of the main menu 
screen to enter the sub-game, collect 1000 
points or type WINFLYGAME and wait for 
the time-o-meter top reach zero and voila, a 
secret car will be available! 



113 































THE ELDER SCROLLS: REDCUARD 


Press F12 to display the console window. Then, type “Item add ” using a value from 
the following list 


Gold 

2 

Map from makio 

39 

Stoneskin potion 

3 

Leather pouch of gold 

40 

Health potion 

4 

Crendel’s stolen map 

41 

Ring of invisibility 

5 

Silver boat 

42 

Vola’s ring 

6 

Shovel 

43 

Sabre 

7 

Aloe 

44 

Rusty key 

8 

Torch 

45 

Gold key 

9 

Monocle eyepiece 

46 

Silver key 

10 

Flag 

47 

Amulet 

11 

Silver locket 

48 

Soul gem 

12 

League insignia parchment 

49 

Soul sword 

13 

Joto’s jail map 

50 

Crowbar 

14 

Flask of lillandril 

51 

Peg rune 

15 

Hundings tailsman 

52 

Peg rune 2 

16 

Izsara’s journal 

53 

Peg rune 3 

17 

Feather 

54 

Ore’s blood 

19 

Kithral’s journal: The dead monk 

55 

Ore’s blood with ? 

20 

Folks firmament book 

56 

Spider’s milk 

21 

Izara's journal locked 

57 

Spider’s milk with ? 

22 

Star stone 

58 

Ectoplasm 

23 

Key to warehouse 

59 

Ectoplasm with ? 

24 

Key izara’s house 

60 

Hist sap 

25 

Spell 

61 

Hist sap with ? 

26 

Glass bottle empty 

64 

Dwarven lore book 

27 

Glass bottle with water 

65 

Dwarven gear 

28 

Glass bottle mixed with water 


Glass vial 

29 

and aloe 

66 

Glass vial filled with elixir 

30 

Strength potion 

67 

iron weight 

31 

Bandage 

68 

Bucket 

32 

Bandage with blood 

69 

Bucket full of water 

33 

Sabre 

70 

Gauntlet rune 

34 

Sabre 

71 

Elven artefact book 

35 

Sabre 

72 

Redguard heroes book 

37 

Sabre 

73 

Hammerfell book on flora 

38 

Bone key 

74 



ALPHA CENTAURI 


While playing a game, press Ctrl+K to enter 
the map editor. Then, enter one of the 
following codes to activate the 
corresponding cheat function: 


Shift + F5 Change year 
Shift + FI Create unit 
Shift + F2 Discovery technology 
Shift + F4 Edit energy credits 
Shift + F9 Edit Faction diplomacy 
Y Full map 

Shift + F6 Kill opponent 
Shift + F3 Switch sides and reset view 
Shift + F8 View FMV sequences 
Shift + F7 View replay 



STAR WARS: ROGUE 
5QUA0R0N 


The following are passcodes for Star Wars: 
Rogue Squadron. To enter them simply click 
on Settings from the game’s console, then 
click on General. Type in the passcodes into 
the blank are labelled “Enter Passcode 
Here”. To delete a passcode, simply click on 
the code and press Shift-Del, hey presto the 
now unwanted effects are removed. 


CREDITS 

LEIAWRKOUT 

GUNDARK 

CHICKEN 

DIRECTOR 


MAESTRO 


IAMDOLLY 

TOUGHGUY 


NUMBERTWO 


HIKEN 


Funky credits appear like 
at the end of a Star Wars 
movie 

Activates Force Feedback 
for Joysticks 

Modifies Force Feedback 
control for Joysticks 
Play as an AT-ST! 

Let’s you view all the cut 
scenes. Select "At the 
Movies” from the High 
Scores menu to view the 
cut scenes 

Let’s you listen to all the 
sound themes. Select 
"Concert Hall” from the 
High Scores menu to 
activate 

Gives you unlimited lives 
Gives you all powerups in 
the game (i.e. advanced 
blasters, advanced seeker 
missiles, etc.) 

Gives you infinite 
secondary weapons, which 
mostly consists of missiles 
or bombs 

Hidden secondary fjjTji 
weapons 


114 




























www.microids.com 


Become the most dreaded privateer of all time 


For the first time, direct your own boardings, and control each member of your team 


Control your fleet with an iron fist 


SET SAIL TO SCOUR THE SEAS OF THE SOUTH 
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PC Avenger 

WINDOWS 95/98 DRIVER 


The PC AVENGER Pad offers all serious players the opportunity to maximise 
their games potential, with alarming effect! Only Logic 3 can bring you a PC 
Pad with so many features, at such a low price. Analogue and Digital control, 
8 Fire Buttons, Throttle Lever, Auto-Fire on all Buttons and a dedicated 
Windows 95/98 Driver - all for only CIO QQ 


ANALOGUE DIRECTIONAL CONTROL 
An Analogue Stick oFFering ultimate 
control in driving or Flight sim games. 


TURBO SWITCHES 
Fully selectable Dual Speed 
Turbo Fire Functions on ALL 8 
buttons. No more Mr. Nice Guy! 


ANALOGUE THROTTLE 
What other Pad gives you a 
dedicated Throttle Lever? And 
it Feels as good as it looks! 


PC TRIDENT 


TOP DRIVE 3 


ANALOG 


THROTTLE 


PS CHALLENGER 


digital 


PREDATOR 2 


FIRE BUTTONS 

8 Fire Buttons, including Twin Trigger Switches 
(at rear), backed up with a dedicated Windows 
95/98 Driver, means all multi Function games 
such as FIFA 99 and Tomb Raider can be Fully 
stretched For peak perFormance. 


DIGITAL DIRECTIONAL 
CONTROL 

Fully microswitched D Pad 
allows Finite control and 
reliability, particularly in 
Fighting and action games. 


DEDICATED LOGIC 3 
CUSTOM DRIVER 
Specially written by 
Logic 3, this dedicated 
Driver enables guick and 
stress Free calibration 
oF the PC Avenger to all 
games soFtware. 


° SPttTRA 



UK (Head Office) 

SpectraVideo pic. 

Unit 27. Northfield Industrial Estate, Beresford Avenue, Wembley, Middlesex, HAOINW, U.K 
TEL: 0181 902 2211 FAX: 0181 903 6625 
WEBSITE: http://www.spectravideo.coin 

All trademarks or trade names are the registered property of their respective companies. Logie 3 


USA (Office) 

SpectraVideo USA Inc. 

4660 Duke Drive, Suite 325 - 339, Mason. Ohio 45040, USA. 
TEL: (513) 336 1370 FAX: (513) 336 1329 
WEBSITE: http://www.spectravideo.com 

a registered trademark of logic 3 international ltd. Wembiey U K. 



























